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TREATISE 


On che Gu of 


Ki HIST. 


\HE a of this Treaiſe — 

| omiſe, if it met with A 
tion, to make an Ad 4.4 
to it * way of Ay EN DIX, which he 


* done accordingly. 


He has alſo fram'd art Arbre M. 
mory, Which does not take off your At- 
tention from your Game; and if requir- 
ed, hebis ready to communicate it, upon 
Fayment of ohe Guinea. 
And alſo, He will explain any Cafts 
in the Book, _ Payment of one Gui- 
7 neceſſary to premiſe, hat 3 
18 t t 
who intend to read this Treatiſe, art de- 
fired to peruſe the following Calculations: 
ang hs need WR 5 
A 3 wit 


ES 4 2 ] 1 
with thoſe that are marked with a V. B. 


upon 'which the whale Reaſoning of this 
Treatiſe 9 


T 


Calculations, di rreffing with miralCertain- 
ty, how to play well, any Hand or Game, 
by ſhewing the Chances of your Partner's 
Saving one, iwo, or three certain C ards. 


For ExaAMpL. 


I. T WOU'D know what is the Chance 
of his ; ili one certain Card 
againſt gag tr 
Anſwer That he has it not en N. Fa 2 to 1 
II. I would know what are the Chances 
of his 2064 two. certain Cards? r 


* aue. nor 1 


That he- has One. of 2 
them only, is * 
| DÞ am he has not both 
of them — 11 
r 3 
both is about gj to 4, 71 55 25 3 
III. I would, alſo know, what are the 
Chances of his having three certain Cards? 
; ' Anſwer. r 
That he bald 1 of them 
2h, is —— * 8 2 7 
376 againſt him, or abo ut. 033018] vie 


1989 

That he has not 2 of + 0 
them only, is 156 for = 2 to my” 
to g47 againſt him or about 

That he has not all 3 of q' 97 N 
them, is 22 for him, to 681 * to 31 
againſt him or about—— ) be AN 
But that he has 1 or 21 1 
of them is 48 1 for him 7 13 to 6 
222 againſt him, or about I. E 
And that he has 1, 2,% — 
or all three of them, 6 a Þ 5 
bout N. B. ? 


ye Nuplenation and Application of the 
Calculations neceſſary. to be underſtoad'by 
. who are to read this Treatiſe. 


"Firſt Canenzanios: . 
T is 2 to 1 that my Partner has not 
one certain Card. 5 
To apply this Caloclation, les us ſup⸗ 
poſe the right hand Adverſary leads a Suit, 
of which you have the King, and one 
ſmall Card only, you may obſerve that it 
is 2 to 1 by putting on your King, that 
the left-hand Adverſary cannot win it. 
Again, let ys ſuppoſe, that you have 
the King, and three ſmall Cards of any 
Suit, likewiſe the Queen, and three ſmaſl 
- Cards of any Suit, I would know which 


A4 9 


5 gree of Certainty. 


&f 4 7 


is the beſt Suit to lead ſrom; Meer, 

_ » from the King, becauſe it is 2 to 1: that 

the Ace docs not lye behind you x bur it 
is 5 to 4 that the Ace or King of any 
Suit, Jyes behind you, and conſequent}y, 
by leading ftom en eyed oy play 
to a Diſadv ol ; 

24. CALCULATION, It is 5 to 4 at 


teaſt that your Partner has 1 Card aut of 


any 2 certain Cards ; the like Odds is in 
_ © favour of your right Hand and left Hand 
Adverſaries ; therefore ſuppoſe you have 


2 Honours in — Suit, and — — it — 


"6 to 4 that your 
other 2 Honours, you r by this raya 


lecdge, play yeur Game to a greater De- 
t yon have the 


A gun, let us fppoſe 1 that 


Queen and 1 ſmall Card in any Suit only, 


and that your right Hand Adverſary leads 
that Suit, if you put on your Queen, it 
is 5 to 4 that your left Hand Adverſary 
can Win it, and therefore you play: 5 to 4 
to your Diſadvantage. 1 7 
34. CALCULATION, It is 4 to 2 that 
-your- Partner has 1 Cd wut of © 4 
Arbe ae have the K. 
There u ve nave 
and 1 ſmall Ca —.— har your 
right Hand Adverfary leads from that 


Suit, if you 9 — it is g 60 
i * 


— 
/ 


ther 


L s. 1 
tber Ace. King, or Queen of the guit led, 
and therefore you play g̃ to 2 againſt your 
Alfa. beſides, herd in.» —— 
ration, by making a Diſcovery: tov your 
right Hand Adverſary, he fineſſes upon 
; your Partner we ee the whole 


. a * * 
* * * 


And in order to explain the Neceſſity 
there is, of. paring tie loweſt of Se- 
quences in all the Suits, led, let us ſup- 
poſe that your Adverfary ted a Suit, of 
which you have 2 geen, and Knave, 
or Queen, Knave, Ten, by put- 
ting on your Knave of the Suit of 

Which you have King, Queen and Knave, 
it gives your Partner. an — 
of Calculating the Odds for and agai 
him. in that Suit, and alſo in all inſe- 
rior Suits of —which - you . * 
quences. 

A further Uſe to be made of: the * 
going Calculation, let us ſuppoſe, that 
you have the Ace, King, and 2 ſmall 
Trumps, with a Quint major ar-5 other 
winning Cards in your Hand in any 
Suit, and that you have played Trumps 
two Rounds, and that each Perſon fol- 
lowed Trumps 3 in this Caſe, there are 8 
Fromps out, and 2 Trumps remaining 
in your Hand, which make 10, and 3 
Trumps which are divided between the 
remaining 3 Players, of which 3 Trumps 


{ 6 73 | 
the odds is 5 to 2 in your Favour that 
your Partner has 1; and therefore out 


of 7 Cards in your Hand you are A 
to win 5 Tricks. 


a 


| SSESSOSSSOSSES #9086 


Some Genen for the Laying of your 
Money at the Game of WHIRT ap 


. With the Deal. 
Y "The Deal — — is 21 to 20 
I 1 Love — tf — — 11 — 10 
in nh . 
1 of the Lurcch - 3 
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With the Deal. 
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With the Deal. 


A en , 3? - 7 
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2% ts De — 3 0 2 
9 0 % is adout— — 132 0 8 
1 — — 4 6 
8 to 3, upon che beſt tion made 
res aboat three und half in the 

Hundred, 


1 
Hundred, in Favour of eight with the 
Deal! againſt: the Deal, — is till, 
ch inal any adorn u e . 1 


* 


. Lows of the Game of wur. 0 


. F any Perſon. piays ont of his Dun 
it is in the Option of the adverſe: 
Party either to. call the Card chen play- 
ed at any time in that Deal (in 22 be 
does not make him revake) or to call tie 
Suit which he would have him play from: 
Which dane, it qhall then be in the Option 
of the Petſon called upon, either te hama 
the Suit he chuſes to have led. or to daſire ; 
his Partner to lead as he pleaſes ; but in 
caſe he names. 4 Suit his Partocr miſt! 
ay it. e 001 100 
P 2.'No Revolie to be claim?d till the 
Trick is turned and 6 quitted, or the Party 
who revoked, or his Varener, RET 
ed again. A ne 
3. If a Revoke hep to be mage, 
the adverſe Party may add three ta his 
Score, and the revoking Party, provided 
they are up, notwithſtanding the Penalty; - 
muſt remain at 91 the_Rdvyoke takes 
en een Aru ws 


7 


au, 1 TY 01 


4 
5 : 'T: 9 
N. 144 Nen 2144 2 not O 543 4. Fo 


A 
4. If any Perſon calls at any Point of 
che Game, except 8, either of the adverſe 
Parties may call a new Deal, and they 
are at liberty to conſult each other whe- 
ther they will have a new Deal. 
5. After the Trump. Card is ſeen, no 
Body ought to remind his Partner to cali. 
6 If the Trump-Card is ſeen, no Ho- 
naurs in the preceding Deal can * ; 
unleſs they were before claimed. . 
. If any Perſon ſeparates a Card from. 
ths reſt, either of the adverſe Parties may. MW 
call it, provided he names it and proves # 
the Separation. | 

8. Each Perſon ought to lay his Card 

before him; after he has done 10, if either 
of the adverſe Parties mix their Card with 

his, his Partner is intitled to demand each 

Perſon to lay his Card before him; but 

not to enquire who played any particular 

Card ; and in caſe he calls a wrong Card, 
either of the adverſe Parties, may once. 
call the higheſt or loweſt Card in any 
Suit led during that Deal. 

9. If any Perſon revokes, andibefore the 
Cards are turned, difcovers it, the adverſe 
Party may call either the Higheſt or Low- 
eſt Card of the Suit led, or have their Op- 

tion, to call the Card then played at any o- 
ther Time, when it does not cauſe aRevoke.. 
10. If a Card in Dealing is turn'd up, 

it is in the Option of the adverſe * 

5 58 Pore : 8. 


' 11 1 a 
to call a new Deal, unleſs they, or either ; 
of them have been the Cauſe of turning 
VR, ſuch Card, in which Caſe the Dealer 


h e Option. 3 

11\ If the Ace, or any other Card of. 
any Suit is led, and it ſhould ſo happen 
that the laſt Player plays out of his 
Turn, whether his Partner has any of 
the Suit led or not 8 you do not. 
make him revoke) he is neither inticled * 
to Trump it, nor to win that Trick. © 
Iv if a Card is faced in the Pack, 
they muſt deal again, _—— it is the laſt 
Card. 

13. None of the Players are to aks 
up, or look at their Cards, while any 
Perſon is dealing, and if the Dealer ſhould 
happen to miſs Deal, in that Caſe he 
ſhall deal again, and if a Card is turn- 
ed up in Dealing, no new Deal is to de 
_— bal” 

4. When a Card-i is led, if one ofahe' | 
Ae plays out of his Turn, his 
Partner is not to win the Trick, if be 
can avoid it without revoking. 

15. Every Perſon ought to ſee that be 
has 13 Cards dealt him ; therefore if any 
one. ſhould happen to have only 12 Cards, 
and does not find it out till ſeveral Tricks 
are played, and that the reſt of the Players 
have their right Number, the Deal ſtandd 


> 'S 2 : with 
=» 
- 


24h and ally the Perſon WHO - 25 


u. 
with 12 Cards is ta be puniſhed for cack 
Revoke in Caſe he has made any, but if 
any of the reſt of the Players) ſhould 
happen to have 14 Cards, in chat . 
the Deal is void. 

16. If any Perſon * his: Cards. 
upon the Table, with:their Faces upwards - 
upon Suppoſition that he has loſt, the 
Game, if his Partner does not give up 
the Game, the Adverſaries have it in their 


Power ta call any of thoſe: Cards, when: 


they chink proper, Prev ide they * not 
make the Party revoke. 
17. Aand Bare Partners againſt Can ) 
D. A leads a Club, his Partner B plays 
| before the Advermry C; in this Cake D 
had a Right ta play — bis Partner 
becauſe B played out of his Tur. 
48. If any Perſon is ſure of winning 


every Trick in his Hand, he may ſhew » 


his Cards upon the Table, but ſhould. it 
ſo happen that he has any loſing Card in 
his Hand, he is then inen haue * his" 
Catds called. 116T 
19. No 11 to An ihis Pars 
ner whether he had played an Honour, | 
while the Cards are play: 
20. A and ee übäb eee 5 
D. A leads a Club, C plays a Spade, 
plays the King of : Clubs, and O plays 4 
; Club, C: diſcovers he has revoked before: 
the Frick is turned. 5 oils ase bog 


£207 Weg, 
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verſe Party may conſult with one another 
* Deal or not. 


m_— — — 3 * * * 
o 


{ v3 3 
uery, what is the Penalty ? | 

1 — take up his Card again, and ſo 
may D, and either A or B have it in their 
Option to oblige C to play the higheſt or 
loweſt Card of the Suit led. 
231. If any Body calls at the Point of 
$, without Cavite two Honours, the ad- 


about it, and are at LINN. IO RE 


22. And Can Bot anſwers when he 
has not an 1 1 to incur che 
Uke Penalty. 
23. If any Perlbn calls ar the Point of 


9. and his Partner anſwers,” and both the 


oppolite Parties have thrown up their 


Lurdd, and it appears that the other Side 


had not 2 by Honours, in this Caſe, they - 


may conſultwirh one another abont it; and - 


are at Liberty to ſtand<the Deal or not. 

24. No Perſon may take new Cards in 

Py middle of a Game without the Son- 
ſent of all Parties. 

25. The Dealer oughit to leave e View 

n the Table his trump Card, till ir is 

his Turn to play, and 9 he has mixed 

it with his other Cards, no Rar is en- 


977 


ſequence Meads fach a Fab: that the 
Dealer cannot Name awrong Card, which 


| otherwiſe he might have done. 


B CH A&P. 
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Some 1 Rules to be obſerved » k 
Beginners. 
E. 


| WW Es: you lead TIGER ik the belt. 
I! Suit in your Hand; if you have 
4 a Sequence of King, Queen — Knave, 

ni or Queen, Knave 00 N Ten, they are ſure 

| Leads, and never fail gaining the Tenace 
ö 


to yourſelf or Partner in other Suits; 
and begin with the - higheſt of the Se-. 
quence, unleſs you have Eve in Number, 
mn that caſe play the loweſt (except in 
EE Trumps, when you muſt always play the 
2 - higheſt) in order to get the Ace or King 
out of your N or Adverſary's 
Hands, by which Means you make Noon 1 
tor your Suit. 5 5 4 
If you have five of the ſmalleſt Trumps, 
and not one good Card in the other Suits, 
trump out, which will have this good 
Conſequence at leaſt, to make your Part- 
ner the laſt Player, and by that a 
give him the * * Harra 
II you have two ſmalt Trumps ».only, 
with Ace and King of two 35 Suits, 
and. a Deficiency of the fourth Suit, make 
N | as 


at 


— 


rr 


1437] 


as many Tricks as you can immediately; 


and if your Partner refuſes either of your 
Suits, do not force him, becauſe that may 
weaken his Game — much. 

a Bl "=. 

You need ſeldom return your Partner's 


Lead, if you have good Suits of your 


own to play, unleſs it be to endeavour to 
ſave or win a Game : What is meant by 


good Suits is, in Caſe you fhould haye 


Sequences of King, Queen and Knave, 
or Queen, Knave _ Ten. 

If you have each five Tricks, and you 
are aſſured of getting two Tricks in your 
own Hand, do not fail winning them, in 
ExpeCtation of ſcoring 2 that Deal, be- 


cauſe if you loſe the odd Frick, it makes 


2 Difference, and you play 2 to 1 againſt 
yourſelf. „ 
An Exception to the foregoing Rule is, 


when you ſee a Probability either of ſav- 


ing your Lurch, or winning the Game, 

in either of which Caſes you are to riſk 
the odd Trick. | tho 
YE" EEE 

When you have a Probability of win. 


ning the Game, always riſk a Trick or 


two, | becauſe the Share of the Stake, _ 
which, your Adverſary has by a new 
Deal will amount to more than the 


Eaſe is to rifk a Trick or two, in hopes 


of putting your Game upon an Equality ; 
therefore, admitting you have the 


Point or two . you. nt b or 


The foregoin g Caſe refers to Chap. vi. 


Caſe 1, 2, 2» 4, 5, 6. 
ip VII. 


I your Adverſary is 6or 7 Love, and 
you are to lead, your Buſineſs in that 


or Knave, and 1 other Frump, and no 


good Cards in other Suits, play out your 


Queen or Knave of Trumps, by which 


means you will ſtrengthen your Partners 


Game, if he is ſtrong in Frumps z if he is 


weak you do him no Injury, jo 


| VIII. 
If you are four of the Game you muſt 
play for an odd Frick, becauſe it ſaves 
one half of the Stake which you play 
for; and, in order to win the odd Trick, 
tho? you are pretty ſtrong in Trumps, 
be cautious how you trump out. What 


is meant by Strength in Trumps, is, 


in caſe you ſhould have 1 Honour * 


3 Trumßs 3 


e, 4 
If you are 9 of dhe Game, and we 


very ſtrong in Trumps, if you obſerve 


your Partner to have a Chance of trymp- 

ing any of your Adverſary's Suits, in 

_ Caſe do not trump out, but give Lies 
an 


— 


= . 4 5 7 
= an ortunity of trumping thoſe Suits. 
288 is ſcored 1, 2, or 3, vou 
muſt play the Reverſe; and alſo at 5, 6, 
or 7, becauſe in theſe two laſt reci 
Caſes you play IE than 1 eint. 
you are laſt Player, and find that 
third Hand cannot put up a good 
g ll to his Partner*s Lead, admitting, 
EF you have no good Game of your own to 
= play, return the Lead upon the Adver- 
fary, which gives your Partner the Te- 
nace in that Suit, and often obliges"the 
Adverfary to change Suits, and conſe- 
quently gains " rf 8 in oe pew 


If you hve Ale, King. and four 
fmall Trumps, begin with a ſtnall ones 
becauſe it is an equal Wager that your 
Partner has a better Trump than the laſt 
Player: H fo, you have three Rourids 


of 1752 11 not, you cannot ferehy 


I debe all 2 Mme and 
three ſmall Trumps, begin with the King, 
and then play the Ace (except one of the 
Adverſary's refuſe Sap 

Odds is in your Farour that the Queen 


1 
Mr XIII. It 


{ 8-73 
1 221 
11 you have King, * , and four 
ſmall Trumps, begin with a ſmall one, 
becauſe the Gad is of your Side that 
your Partner has an Honour, 
_—..- 
If you have King, Queen, Ten, and 
three ſmall Trumps, begin with the 
King, . becauſe you have a fair, Chance 
that the Knave falls in the ſecond Round; 
or you may wait to fineſs your Ten up- 
on the Return of Trumps from your 
Partner. 
1 to Chap. pf Caſe 1, 2, 3. 
If you have Queen, Knave, and four 
ſmall Trumps, begin with a ſmall one, 
.becauſe the Odds 1s in your Favour that 
your Partner has an Honour, 
At XVI. 
If you have Queen, Knave, Nine, 
and three ſmall Trumps, begin with the 
Queen, becauſe you have a fair Chance 
that the Ten falls in the ſecond Round; 
or zou may wait to fineſs the Nine. 
Refers to Chap. VII. Caſe 178 f. 
| XVII. 
1 ou have Knave, Ten, and. four 
ſmall 11 rumps, begin with > one one, 


for the Realons aſlign'd | in No. 5 | 
XVIII, I 


"4 
.Y 
1 
o 


11 19 J 
As an: TS ae an 
If you have Knave, Ten, Eight, and 
three ſmall Trumps, begin with the 
Knave, in order to prevent the Nine 
from making a Trick, and the Odds is 
in your Favour that the three Honouss 
fall in two Roundes. 
nnn A t 
If you have fix Trumps of a lower 
Denomination, you are to begin with the 
loweſt, unleſs you ſhould have Ten, Nine, 
and Eight, and an Honour turns up a- 
gainſt you; in that Cale, if you are to 
play thro? the Honour, begin with the 
Ten, which obliges the Adverſary to 
play his Honour to his Diſadvantage, or 
leaves it in your Partner's Option whe- 
ther he will paſs it or not. 
| o 8 
If you have Ace, King, and three 
ſmall Trumps, begin with a ſmall one, 
for the Reaſons aſſigned in No. 15. _ 
Wi 6 Lhe n 
If you have Ace, King, Knave, and 
two ſmall Trumps, begin with the King, 
which, next to a moral Certainty, ſhews 
to your Partner that you have Ace 
and Knave n and by putting 
the Lead into your Partner's Hand, he 
plays you a Trump, upon which you are 
tw fineſs the Knave, and no ill Conſe- 
e e gquence 


4x 4 
nce can attend ich Pla ert the 
zeen-lies behind Es, walk 
ee Caſe, 1, 2, 3. 


I you have Ki And hre 
fall Trumps, degin SF a malt one, 
for the Reaſons unt 1 


XIII. 

n, ou have King, Ten, and 
all Trumps, begin with the Kin ing, 
for che Reaſons aſſigned in No. 21. 1251 
XXIV. das 
I you have Queen, ("EY a FRY 
fmall Trumps, begin with a mall * 

for the opp 1 in No. x5. 


If y you have Queen, Knave, Nine. a 
two Cal Trumps, begin with the Queen, 
for the Reaſons aſſigned in No. 16. 

„ Swain | 
"IF you have Knave, Ten, and ihe 
ſmalF Trumps, begin with a ſmalt one, 
for the Regions alfigned in No. n 
W = <2; "bs: 

If you have Knave, Ten, Fight, and 
two fall Trumps, begin with the Knave, 
becauſe" in two Rounds of Trumps it is 
Odds but that the Nine falls; or upon the 
Return of Trumps from your 118 
vou way Hneſs the Eight. n. 

J ihs 
If you have five Trumps of a lower 
Denomination 
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F Sequence. 
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I Denomination, it is the beſt Play to be- 


gin with the loweſt, unleſs you have a 
Sequence of Ten, Nine, and Eight; in 
that Caſe, begin with the higheſt of the 


1 Sri; i XXIX. 
if you have Ace, King, and wol 7 
Tad begin with a ſmall one, for the | 


| Reaſons aſſigned in No. 15. 


XXX. 
If you have Ace, King, Knave, and 


4 one ſmall Trump, begin with the King, 


for the Reaſons aſſigned | in No. 21. 
* | 
If you have King, Queen, and two 
ſmall Trumps, begin with a ſmall one, 


for the Reaſons affigned/in No. 15. 


XXXII. 

If you have King, Queen, Ten, and 
one ſmall Trump, begin with the King, 
and wait for Return of Trumps from you 
Partner, when you are to fineſs you 


Len, in order to win the Knave. 50 


XXXIII. 

If you have Queen, Knave, Nine, and 
one ſmall Trump, begin with the Queen, 
in order to prevent the Ten from n 
ing a Trick. (ebe | 

XXXIV. itt 38.1 

If you have Knave, Ten, and two ſmall 
Trumps, begin with a ſmall One, for the 
Reaſons aſſigned in No. 15. 
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XXXV. 
If you have Knave, Ten, Eight, and 
one ſmall Trump, begin with the Knave, 
in order to gen the n from mak- 
ing a Trick. 0 4 | 
XXXVI. n 
If you have Ten, Nine, Fight and. I 
ſmall Trump, begin with the Ten, which 
leaves it in your Partner's Diſcretion, 
whether he will paſs it or not. 
XXXVII. 
I you have Ten and three Tall 
| Tagen 3 ＋ with a ſmall © one. re 
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SmePantICULAL Norns to be oh Fl 


1 you: cave —— King thy four mall 

1 Trumps, with a good Suit, you muſt 

play three Rounds of Trumps, otherwiſe 

you may have your ſtrong Suit trumped. | 
II. 


If you have King, Queen; and four 
ſmall — with a good Suit, trump 
out with the King; becauſewhen you have 
the Lead again, you. will have 3 Rounds 
* e IAA —_ 
18 III. STEIA IVE! ov 11 , 
11 you have King, Gee, Ten, and 1 
{1 benz 15 three 
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three ſmall Trumps, i Mess Suit, 
trump out with the King, g, in tion 

of the Knave's falling at the Fires: my Round; 
and do not wait to fineſs the Ten, for fear 
your: ſtrong Suit 1 * be ane 

If you have Queen, Knave, and ws 
ſmall! Trumps; with a er 1 ww 
out with a ſmall 3 | 

If you have Queen, Knave, Nine, and 
two ſmall Trumps, with a good Suit, 
trump. out with the Queen, in Expectation 
of the Ten's falling at the ſecond Round; 
and do not wait to fineſs the Nine, — | 
trump out a ſecond time, for the Rea- 
ſons een in _ * in this * 


If you have Knave, Ten, and. three 
ſmall Trumps, with' a good Suit, r 7 
out with a {mall one. 

TUGV IE {1 13 VII. i: 07 4 

If you have — Ten, Eight, and 
two ſmall Trumps, with a good Suit, 
trump out with the Knave, in Expecta- 
tion of the Nine's falling at the ſecond. 
| Round. . ben nns 0 N10 51 

982 Oi S | it 

If you have Ten, Nine, Eight, and 
one ſmall T rump, with a a gs rr 
mn? out with a Ten. 
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HAP. III. 
PARTICULAR Ganzs and the Man- q 
ner in which they are to be played, 
after a Learner has made ſome Progreſs A 
in {os Game. V 6 . 9 
UPPOSE — Elder Hand, 1 
and that your Game conſiſts of King, 
Queen, and Knave of one Suit, Ace, 
King, Queen, and two ſmall Cards, of 
another Suit, King and Queen of the 
third Suit, and three ſmall Trumps. 
Query, how is this Hand to be played ? 
You are to begin with the Ace of your 
beſt Suit (or a Trump) which informs 
your Partner that you have the Com- 
mand of that Suit; but you are not to 
proceed with the King of the ſame Suit, 
but you muſt play a Trump next; and if 
you find your Partner has no Strength 
to ſupport you in Trumps, and that your 
Adverſary plays to your weak Suit, VIZ, 
the King and Queen only, in that Caſe 
play the King of the Suit which belongs 
to the beſt Suit; and if you obſerve a 
Probability of either your Adverſaries 
being likely to trump that Suit, preceed 
then and play the King of the Suit, of 
which you have King, Queen and Knave: 


If it ſhould ſo happen, that your Ad- 
verſaries oh not play to your weakeſt 
- | Suit, 


( 25 ] 
Suit, in that Caſe, though apparently your 
Partner can give you no Aſſiſtance in 
Trumps, purſue your Scheme of trump- 
ing out as often as the Lead comes into 
your Hand, by which Means, ſuppoſing 
your Partner to have but two Trumps, 
and that your Adverſaries have four 
each, by three Rounds of Trumps, there 
remains only two Trumps againft you, 
3.3142 (511d lens: 7-156: 
. - Suppoſe you have Ace, King, Queen, 
and one ſmall Trump, with a Sequence 
from the King of five in another Suit, 
with four other Cards of no Value. Be- 
gin with the Queen of Trumps, and 
purſue the Lead with the Ace, which 
demonſtrates to your Partner that you 
have the King: And as it would be bad 
Play to purſue Trumps the third Round, 
*till you have firſt gained the Command 
of your great Suit, by topping thus, it 
likewiſe informs your Partner that you 
have the King and one Trump only re- 
maining, becauſe, if you had Ace, King, 
Queen, and twoTrumps more, and Trumps 
went round twice, you could receive no Da. 
mage by playing theKing the thirdRound. 
When you lead your Sequence, begin with 
the loweſt, becauſe if your Partner has the 
Ace, he plays it,, which makes Room 
for your Suit, And ſince you have Jet 
—_; pour 


1 
your Partner into the State of your Game, 
as ſoon as he has the Lead, if he has a 
Trump or two remaining, he will play 
Trumps to you, with a moral Certainty 
that your King clears your Adverſaries 
Hands of all their Trumps. 

et 

Second Player. 
Suppoſe you have Ace, King, and 
two ſmall Trumps, with a Quint-Major 
of another Suit; in the third Suit you 
have three ſmall Cards, and in the fourth 
Suit one. Vour Adverſary on your 
Right- hand begins with playing the Ace 
of your weak Suit, and then proceeds to 
play the King: In that Caſe, do not 
trump it, but throw away a loſing Card; 
and if he proceeds to play the Queen, 
throw away another loofing Card; and 
do the like the fourth Time, in hopes 
your Partner may trump it, who will in 
that Caſe play a Trump, or will play 
* your ſtrong Suit; if Trumps are play- 
ed, go on with them two Rounds, and 
then proceed to play your ſtrong Suit, 
by which Means, if there happens to be 
four Trumps in one of the Adverſary*s 
Hands, and two in the other, which is 
nearly the Caſe, your Partner being en- 
titled to have three Trumps out of the 
nine, conſequently there remains only 
* Trumps re _ Adverſariesz 
yur 
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TH: 
your ſtrong Suit forces their beſt Trumps, 


and you have a Probability of making 
the odd Trick in your own Hand only 
whereas if you h 
Adverſaries beſt Car 
ned your Hand, as probably not to make 


ad trumped one of your 
Cards, you had ſo weak- 


more than five Tri 


without your Part- 
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100! wor. 201 8 03 02 alin. 
_ Suppoſe vou have Ace, Queen, and 
three {mall Trumpsz Ace, Knave, Tep, 
and Nine of another Suit; with two 
ſmall Cards of each of the other Suits : 


Your Partner leads to your Ace, Knave 


Ten, and Nine; and as this Game re- 
quires rather to deceive your Adverſaries, 


than to inform your Partner, put up the 


Nine, which naturally leads the Adver- 


fary to play Trumps, if he pins that 
Card. As ſoon; as Trumps are played to 
you, return them upon your Adverſary, 
keeping the Command in your own 
Hand. If your N Who . led 
[Trumps to you, puts up a Trump which 
your Partner cannot win, if he has no 
good Suit of his own to play he will re. 
turn your Partner's Lead, imagining 
that Suit lies between his Partner wa. 
yours; if this Fineſs of yours ſhould 
ſucceed, you will be a great Gainer by 
it, but ſcarcely poſſible to be a Looſer. 
84 V. Sup - 


28 ] 
Suppoſe you have Ace, King, ang 
three ſmall Trumps, with a Quart from 


2 King, and two ſmall Cards of another 


Suit, and one ſmall Card to each of the 
other Suits; your Adverſary leads a Suit 


of which your Partner has a Quint- 


Major; your Partner puts up the Knave, 
and then proceeds to play the Ace: You 


refuſe to that Suit by playing your looſe 
Card; when your Partner plays the King, 


your right-hand Adverſary trumps it, 
Tuppoſe with the Knave or Ten, do not 


_over-trump. him, which may probably 


loſe you two or three Tricks by weaken- 
Ing of your Hand : But if he leads to the 
Suit of which you have none, trump it, 
and then play the loweſt of your Se- 
quence, in order to get the Ace either out 
of your Partner*s or Adverſaries Hand; 
which accompliſhed, as ſoon as -you get 
the Lead, play two Rounds of Trumps, 
and then proceed to play your ſtrong 


Suit. ' Inſtead of your Adverfaries play- 
ing to your weak Suit, if he ſhould play 
Trumps, do you go on with them two 
Rounds, and then proceed to get the 
Command of your ſtrong Suit, But you 
will ſeldom find this laſt Method prac- 
tiſed, except by moderate Players. 


CHAP: 
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** fo bs played * certain Obſerva- 
tions, whereby you are aſſured that your 
Partner has no more of | the Suit 2 
. ty youre or him. 


I. Fi ft Example. 


UPPOSE. you lead * Queen 
| Ten, Nine, and two ſmall Cards of 
any Suit; the ſecond Hand puts on the 
Knave, your Partner plays the Eight; 
in this Caſe, you having Queen, Ten and 
Nine, it is a Demonſtration, if he plays 
well, that he can have no more of that 
Suit. Therefore, by that Diſcovery, you 
may play your Game accordingly, either 
by forcing him to trump that Suit if you 


are ſtrong in Trumps, or by SI: 
ſome other Suit. 


II. Second gel d. | 


6 e you hams King, Queen, nod 
Teo of a Suit, and you lead your King, 
your Partner plays the Knave, this de- 

panaſtoates: he has no more of that Suit. 


| UI. 7; bird 
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III. Third Example, which varies from 
e two fer. 
Suppoſe you, have King, Queen, and 
many more of a Suit, and you begin with 
the King, in ſome Caſes it is good Play 
in a Partner, when he has the Ace and 
one ſmall Card in that Suit only, to win 
his Partner's King with the Ace; for ſup- 
poſe he is very ſtrong in Trumps, by ta- 
ing his Partner*s King with the Ace, he 
trumps out, and after he has clear'd the 
Board of Trumps he returns his Partner's 
Lead, and having parted with the Ace of 
that Suit, he has made Room for his 
Partner to make that whole Suit, which 
ſſibly could not have been done if he 
kept the Command in his Hand. 
And ſuppoſing his Partner has no other 
good Card in his Hand beſides that Suit, 
he loſes nothing by the Ace's taking of 
his King; but if it ſhould ſo happen that 
he has a good Card to bring in that Suit, 
he gains all the Tricks which he makes in 
that Suit, by this Method of Play; and 
as your Partner has taken your King with 
the Ace, and trumps out upon it, you 
have Reaſon to judge he has one of that 
Suit to return you, therefore do not throw 
away any of that Suit, even to keep a King 
or Queen guarded, IS 
| _ CHAP. 
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C HA P. V. 


Particular Games both to endeavour to de- 
ceive and diſtreſ your Adverſaries, and 
to demonſtrate ow En to our Part- 


I. Firſt N 


\UPPOSE! 8 88 8 
of which if have 


Suit; 3 f 1 am not ſtrong enou 

Trumps, I muſt not play Sai the Rex 
but keep.the Comman oi that Suit in my 
Hand by'p 126 of a ſmall one, which 
1 muſt do in order to weaken kis CF 


wy JE dae Eximpie. * 


If a Suit * of which 1 ks none, 
nad a moral Certainty that my Partner has 
not the beſt of that Suit; in order to de- 
ceive the Adverfary I throw away my 
ſtrong Suit; but, to clear up Doubts to 
my Partner, when he has the Lead 1 
throw away my weak Suit. This Me- 
thed of Play will generally ſucceed, un- 
leſs you play with very good Players, and 
even with them you will oftener gain than 
10 wh this Method of Play. [2 
C H A P. 
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CHAP. VI. 


Particular Games to be played, by which 
you run the Rist of loſing one Trick only 


0 gain three, | | 
I. Firſt Example. 


UPPOSE Clubs to be Trumps, a 
Heart is played by your, Adverſary ; 

;your Partner having none of that Suit, 
throws away a Spade; youare then to judge 
his Hand is compoſed of Trumps and Dia- 
monds; and ſuppoſe you win that Trick, 
and being too weak in Trumps you dare not 
force him; and ſuppoſe you ſhould have 
King, Knave, and one ſmall Diamond; 
F and further ſuppoſe your Partner to have 
| Queen and five Diamonds; in that. Caſe, 
by throwing out your King in your firft 
Lead, and your Knave in your ſecond ; 
, your: Partner and you may win five 
Tricks in that Suit; whereas if you had 
led a ſmall Diamond, and your Partner's 
Queen having been won with the Ace, 
the King and Knave remaining in your 
Hand, obſtructs his Suit: And tho* he 
may have the long Trump, yet, by play- 
ing a ſmall Diamond, and his long Trump 
having been forced out of his Hand, you 
loſe by this Method of Play three Tricks 
in that Deal. 1350 255 yd Not 
2 II. Second 


1 
1. Second W A 


Suppoſe i in the like Caſe of the former, 
you ſhould have Queen, Ten, and one 
ſmall Card in your Partner's ſtrong Suit 
which is to be diſcovered by the former 
Example; and ſuppoſe your Partner to 
have Knave and five ſmall Cards in his 
ſtrong Suit; you having the Lead are to 
play your Queen, and when you play a- 
gain you are to play your Ten; and ſup- 
poſe him to have the long Trump, by 
this Method he makes four Tricks in that 
Suit ; but ſhould you play a ſmall one 
in that Suit, his Knave-being gone, and 
the Queen remaining in your Hand in the 
ſecond Round of playing that Suit, and 
the long Trump being forced out of his 
Hand, the Queen remaining in your Hand 


obſtruct the Suit, by Which Method of 


Play you loſe three Tricks in that Deal. 


II. Third Example... 


In che former Examples you have been 
ſuppoſed to have had the Lead, and by 
that Means have had an Opportunity of 
throwing out the beſt Cards in your Hand 
of your Partner's ſtrong Suit, in order to 
make room for the whole Suit; we will 
now ſuppoſe your Partner is to lead, and 
in n dhe courſe of Play it appears to you 
e that 


14 1 


that your Partner has one great Suit; 
ſuppoſe Ace, King, and four ſmall ones, 
and that you have Queen, Ten, Nine, 
and a very ſmal} one of that Suit ; when 
your Partner plays the Ace, you are to 
play the Nine; when he plays the King, 
you are to play the Ten; by which means 
you ſee, in the third Round, you make 
your Queen, and having a ſmall' one re. 
maining, you do not obſtruct your Part- 
ner's great Suit, whereas if you had kept 

our deen and Ten, and the hahe 

ave fallen from the Adveffici,! yOu 
hey fot wo Tricks in that Deal. 


w. Fourth W 1 


Suppo 
the former Caſe, you find your Partner 
to have one great Suit, and that you 
have King, Ten, and a ſmall one of that 
Suit, your Partner leads the Ace, in that 
Caſe play your Ten, and in the ſecond 
Round your King; this Method is to 


mw a Poſſipility of W r ; 


artner's anden Tt 
10 


5 NG. : v. Fifth Example. ' 1 
a oſe your 3 obs Ace, 3 au 


ſe in the courſe of Play, as in 


" F z 
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and — ſmall Cards in his great Suit, 
and chat you have Queen, Ten, and a 


ſmall 


L351. 
ſmall Card in that Suit; when he plays 
his Ace do you > play your Ten, and when 


he plays his King, do you play your 
Queen, by which Method of Play you. 
ny Lover one Ne to get N dn 
KR Y Vl. Sixth Example,” = 
We will now ſuppoſe ou to have five 
Cards of your Partner's ſtrong Suit, viz. 
Queen, Ten, Nine, Eight, and a ſmall 
one; and that your Partner has Ace 
King and four ſmall ones when yo?ẽ 
Partner plays the Ace, do you play your 
Eight; when he plays the King, do you 
play your Nine; and in the third Round, 
no body having any of that Suit, except 
your Partner and you, proceed then to 
lay the Queen, and then the Ten; and 
| . a ſmall one remaining, and your 
Partner two, you thereby gain a Trick, 
which you could not have done but by 
playing the high Cards, and by keeping 
6 JE one to play to your Tartger;” } ONE 
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"CHAP. „ 


| Particular Games to be play'd * your J 


Adverſary turns up an Honour on your 
right Hand, with Directions how 10 
play when an Honour 15 turned up on 
N left Hand. 


I. Fi 1 Example. . 


Au P POSE the Knave in thpned up 

on your right Hand, and that you 
have King, Queen and Ten, in order to 
win the Knave, begin to play with your 
King, by which Method of Play your 
Partner may ſuppoſe you to have een 
and Ten remaining, eſpecially if you 
have a ſecond Lead, and that you do not 


* o . 
# 


Proceed to Play your Queen. 


II. Second Example. | x 8 
The anne being turu⸗d up as before; 4 


and that you have Ace, Queen and Ten, 


by playing of your Queen, it anſwers the 
like Purpoſe of the former Rule. | 


III. Third Example. 
If the Queen is turned up on your right 


Hand, and that you have Ace, King and 


Knave, by playing your King, it anſwers 
the like Purpoſe of the former Rule. 
IV. Fourth 


(37 1 
IV. Fourth Example. 

Suppoſe an Honour is turned up on your 
left Hand, and ſuppoſe you ſhould hold no 
Honour, in that Cafe you are to play 
| Trumps thro? that Honour; but in caſe 
you ſhould hold an Honour (except the. 
Ace) you muſt be cautious how you play 
Trumps, becauſe, in caſe your Partner 


holds. no Honour, your Adverſary Will 
play your own Game upon 28 | 


n a. da. 


CHAP. VIII. 


A C. A $ 1 7 demonſtrate the Danger of. 
WO 1 forcing Jour: + FO” 
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\UPPOSE Aand B Partners, and 
that A has a Quint- major in Trumps, 
with a Quint- major and three ſmall Cards 
of another Suit, and that A has the Lead; 
and let us ſuppoſe the Adverſaries C and. 
D to have only five Trumps in either 
Hand ; in this Caſe, 4 * the Lead, 
wins every Trick. wht: 

Suppoſe, on the contrary, C has five 
ſmall Trumps, with a Quint-major and 
three ſmall Cards of another Suit, and that 
C has a Lead, who forces A to trump firſt, 
by ien means A wins only five Tricks. 

D III. 4 


L 36 1 


III. 
4 Cas x to demonſtrate the Ave * 


a Saw. : 


Suppoſe A and B Partners, 100 that 
A has a Quart-major in Clubs, they be- 
Trumps, another Quart-major in 
Hag another Quart- major in Dia- 


monds, and the Ace of Spa des. And 
let us ſuppoſe the erat C and D 
to have the following Cards, viz. C has 
Four Trumps, eight Hearts, and one 


Spade; D has five Trumps, and eight 
Diamonds, C being to lead, plays an 
Heart, D trumps it; D plays a Dia- 
mond, C trumps it; and thus purſuing 
the Saw, each Partner trumps. a Quart- 
major of As; and C being to play at the 
ninth Trick, plays a Spade, which D 
trumps 3 thus C and D have won the 
nine firſt Tricks, and leave A with bis 
iz rt. major in Tag CN only.” 
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CHAP. 


Containing Variety of My interm 4 
with Calculations, demonſtrating chen it 
is proper, at ſecond Hand, to put up 
the King, Queen, Knave, or Ten, wich 
one Js {fr of any 0 W.. 5 17 66 
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* 
\UPPOSE you have four! mall 
Trumps; in the three other Suits 
you have one Trick ſecure in each of 
them; and ſuppoſe your Partner has no 
Trump, in that Caſe the remaining nine 
Trumps muſt be divided between your * 
Adverſaries; fuppoſe five in one Hand, 
and four in the other; as often as you 
have the Lead, play Trumps, and ſup- 
I poſe you ſhould have four Leads, in that 
;. {| cafe, you ſee, your Adverſaries make on- 
ly five Tricks out of nine Trumps; © 
whereas if you had ſuffered them to make 
their Trumps ſingle, they might poſſibly” a 
1 have made nine Tricks. 1 
By this Example you ſee the Neceſſity” 
there is of taking out two. Trumps for 
one upon moſt Gccaſionnsss. 
* there is an Exception to the Fork? 
it Gar of Ply becauſe if you find in the 
1 can Play that your "A dveifaties arge 
I very ſtrong Fo any alpin Suit, an 
d tar your Fare can grre you no Aſſiſt⸗ 


1 


. D 2 ance, 
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[ 49 J 
ance, in ſuch a Caſe you are to examine 
your own,and alſo your Adverſaries Scores, 
becauſe by keeping one Trump in your 
Hand to trump ſuch Suit, it may be ei- 
ther a Means to fave or win a Game. 
"ms o 

Suppoſe you have Ace, Queen, and two 
ſmall Cards of any Suit; yourTtight-hand 
Adverſary leads that Suit; in that Caſe, 
do not put up your Queen, becauſe it is an 

equal Wager that your Partner has a better 
Card in that Suit than the third Hand; if 
ſo, you have the Command of that Suit. 

An Exception to the foregoing Rule 
is, in caſe you want the Lead, then you 

are to put up * * 

Never chuſe to lead from King, Knave, 
and one ſmall Card in any Suit, becauſe it 
is 2 to 1 that your Partner has not the Ace, 
and alſo 32 to 25, or about g to 4 that he 
has Ace or Queen; and therefore as you 
have only about gj to 4 in your Favour, | 
and as you muſt have four Cards in ſome | 
other Suit, ſuppoſe the Ten to be the 
higheſt, lead that Suit, becauſe it is an 
equal Wager that your Partner has a bet- 
ter Card in that Suit than the laſt Player; 
and if the Ace of the firſt-mentioned Suit 
lies behind you, which is, an equal Wager 
it ſhould fo happen, in caſe your Partner 
has it not, in this . on your Adverſa- 

"REI - 
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ries leading this Suit, you probably make 
two Tricks in it by this Method of Play. 

IV. 


Suppoſe in the Courſe of Play it ap- 
pears to you, that your Partner and you 
have four or five Trumps remaining, when 
your Adverſaries have none, and that you 
have no winning Card in your Hand, but 
that you have Reaſon to judge your Part- 
ner has a thirteenth Card, or ſome other. 
winning Card in his Hand; in that Caſe 
play a ſmall Trump, to put the Lead into 
his Hand, in order to throw away any 
loſing Card in your Hand, upon ſuch 
thirteenth or ad __ ER 
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CHAP. x. 


Some Directions for putting up at ſecond 
Hand, King, Wen Knave or Te en * 5 
4 *. &c. a 2 Nr a 75 


8 . 
<UPPOSE you have * King and one 
ſmall. Card of any Suit, and that your 
right-hand: Adverſary plays that Suit; if 
he is a good Player do not put up the 
King, unleſs you want the Lead, becauſe 
a good Player ſeldom leads from a Suit of 
1 he has the Ace, but keeps it in his 
Hand. (after the Trumps are played out) 
to bring | in his ſtrong Suit. 
IT. Sup- 


33 
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11 1 II. Sit; 4 
Suppoſe eyouhavea Queenand one _ 
Card of any Suit, and that your right- 
hand Adverſary leads that Suit; do not 
put on your Queen, becauſe, ſuppoſe the 
Adverſary has led from the Ace and 
Knave, in that Caſe, upon the Return of 
that Suit, your Adverſary fineſſes the 
Knave, which is generally good Play, eſ- 
cially if his Partner * played the 
ing, you thereby make your Queen; 
but by putting on the Queen, it ſhews 
your Adverfary that you have no Strength 
in that Suit, and con al puts him 
upon fineſſing upon your Partner through- 
out — — TANIN 
Ser 5 
* In the former Examples you have 
been informed when it is thought pro- 
per to put up the King or Queen at ſe- 
cond Hand ; you are likewiſe-to obſerve, 
incaſe you ſhould have the Knave or Ten 
of any Suit, with a ſmall Card of the ſame 
Suit, it is generally bad Play to : 
up either of them at ſecond Hand, 
cauſe it is 5 to 2 that the third Hard — 
either Ace, King or Queen of the Suit 
led; it therefore follows, that as the Odds 
againſt you is 5 to 2, and tho* you ſhould 
tucceed ſometimes by this Method of Play, 
yet, in the Main, you muſt be a Loſer, 
ind it demonſtrates to your Adverſa- 
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ries, that you are weak in that Suit, and, 


e they fineſs 1 85 FOR owes 


ee 1 whol e Suit. 


1 ** e you . AL King, — have | 
ſmall Cards of a Suit, your right hand 
Adverſary leads that Suit; upon which 
yu play your Ace, and your Partner plays 
the Knave. In caſe you are ſtrong in 
Trumps, you are to return a ſmall one in 
that Suit, in order to let your Partner 


trump it: And this Conſequence attends 


ſuch Play, viz. Lou keep the Command 
of that Suit in your own Hand, and, at 
the ſame Time it gives your Partner an 
Intimation that you are ſtrong in Trumps; 


and therefore he may play his Game ac- 
cordingly, either in attempting to eſta- 


bliſh a Saw, or by trumping out to you, 


if he has either Strength in 3 or 
the e of * other Suits. . 


n 2 Game j is ſcored 6s, 

81 verſaries C and D is ſcored 7, a 
* Cards are played out, of which 4 
| Fouts won 7 Tricks; and ſup 


1 


— Hogan are reckoned in that Deal; in 


this Caſe A and B have won the odd Trick, 


which puts their Game upon an Equality; 
and ſuppoſe A to have the Lead, and that 
A has two of the ſmalleſt Trumps remain- 
8 with two winning Cards of ou 
| uits : 


14 ] 
Suits: And ſuppoſe C and D have the 
two beſt Trumps between them, with 
two other winning Cards in their Hands; 
Query, How are you to play this Game? 
It is 11 to 3 that C has not the two 
Trumps, and likewiſe 11 to 3 that D 
has them not : The Odds being ſo much 
in A's Favour to win the whole Stake, 
it is his Intereſt to play a Trump; for 
ſuppoſe the Stake to be 70 J. dependin 
A wins the whole Stake, if he — 
by this Method of Play; but ſhould he 
play the cloſe Game, by forcing C or D 
to © trump - firſt, he having won the odd 
Trick already, and being ſure of winning 
two more in his own Hand; by this Me- 
thod his Game will be ſcored 9 to , 
vhich is about 3 to 2; and therefore 4s 
Share of the 70 J. will amount only to 
421. and, by this Method, A only ſe- 
cures 71. Profit; but, in the other Caſe, © 
upon Suppoſition that A and B have 11 
to 3 of the Stake depending, as aforeſaid, 
by playing his Trump he is intitled to 
55 l. out of the 70 l. depending. 
The foregoing Caſe being duly attend- 
ed to, may be applied to the like * 2 
in other Parts of the . 8s | 
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C H A by” XI. 
ome: Directions how to play when an Ae. 


King or Queen are turned = on your 


Right Hand, &c. 
I. 


| g the Ace is tiraed up on 


kJ your Right-hand, and that you have 
the Ten and Nine of Trumps only, with 
Ace, King and Queen of another Suit, 
and cghtCard of no Value, Query, How 
muſt this Game be played ? Begin with 


the Ace of the Suit of which you have. 


Ace, King and Queen, which is an Infor- 


mation to your Partner that you have the 
Command of that Suit ; then Pay: your 


Ten of Trumps, becauſe it is five to twe 


that your Partner has King, Queen or 


Knave of Trumps; and tho? it is. about 
ſeven to two that your Partner has not 
two Honours, yet ſhould he chance to 


have them, and they prove to be the King. 
and Knave, in that Caſe, as your. Partner 


will paſs your Ten of Trumps, and as it 
is thirteen to twelve againſt the laſt Player 
for holding the Queen of Trumps, upon 


Suppoſition your Partner has it not, in that 


Caſe, when your Partner has the Lead, 
he plays to your ſtrong Suit, and upon 


your having the Lead, you are to play the 
Nine of Trumps, which puts it in your 


Partner's 
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Partner's Power to be almoſt certain of 
winning the Queen, if he lies behind it. 

The foregoing Caſe ſhews, that turn- 
ing up of an Ace againſt you, may be 
made leſs beneficial to your Adverſaries, 
provided you Play this Rule, 

Tf the King or Queen are turned up on 
your Right-hand, the like Method of 
Play may be made uſe of; but you are al- 
ways to diſtinguiſh the Difference of your 
Partner*s Capacity, becauſe a good Player 
will make a proper Uſe of ſuch Play, but 
a bad one ſeldom, 3 ever. . 

Suppoſe the Adverſary on your Right- 
hand leads the King of Trumps, and that 
you ſhou'd have the Ace and four ſmall 
Trumps, with a good Suit; in this Caſe 
it is your Intereſt to paſs the King; and 
tho' he ſhou'd have King, Queen, and 
Knave of Trumps, with one more, if he 
is a moderate Player, he will play the 
ſmall one, imagining that his Partner has 
the Ace; when he plays the ſmall one, 
you are to paſs it, becauſe it is an equal 
ager that your Partner has a better 
Trump than the laſt Player, if fo, and 
that he happens to be a tolerable Player, 
he will judge you have a good Reaſon for 
this Method of Play, and conſequently if 
he has a third Trump, remaining, he 
| Wi 
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Will play it, if not, he will play his beſt 


Suit. | 
IV. 


: A Critical Caſe to win an odd Trick. 


Suppole A and B Partners againſt C and 
D, and ſuppoſe the Game to be Nine all, 
and ſuppoſe all the Trumps are played 
out, A being the laſt Player, has the Ace, 
and four other ſmall Cards of a Suit in his 
Hand, and one thirteenth Card remain- 
ing; B has only two ſmall Cards of 4's 


Suit; C has Queen and two other ſmall 


Cards of that Suit: D has King, Knave, 
and one ſmall Card of the ſame Suit, A 
and B have won three Tricks, C and D 
have won four Tricks; it therefore fol- 
lows that A is to win four Tricks out of 
the ſix Cards in his Hand, in order to win 
the Game. C leads this Suit, and D puts 
up the King; A gives him that Trick, 
D returns that Suit; A paſſes it, and C 
puts up his Queen; thus C and D have 
won ſix Tricks, and C imagining the Ace 


of that Suit to be in his Partner's Hand, 


returns it, by which means A wins the four 


laſt Tricks, and conſequently the Game. 


| Suppoſe you ſhou'd have the King aud 
five ſmall Trumps, and that your right- 
hand Adverſary plays the Queen; In that 


Caſe do not put on your King, becauſe it 
is an equal ay that your Partner hag 
. | 2 — 


the 
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the Ace; and ſuppoſe' your Adverſary 
ſhould have Queen, Knave, Ten, and one 
ſmall Trump, it is alſo an equal Wager 
that the Ace lies ſingle, either in your Ad- 
verſaries Hand or Partner's, in either of 


* which Caſes it is bad Play to put on your 


King; but if the Queen of Trumps is 
led, and that you ſhou'd happen to have 
the King, with two or three Trumps, it is 
the beſt Play to put on the King, becauſe 
it is good Play to lead from the Queen and 


one ſmall Trump only; and, in that 


Caſe, ſhou*d your Partner have the Knave 
of Trumps, and your left-hand Adver- 
fary hold the Ace, your neglecting to put 
on the King is the Loſs of a Trick. 


— 5 _—_— — 
* 
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CHAP. XII. 


The Ten or Nine being lurn'd up on your | 


Right-hand, &c. 7 


UPPOSE the Ten is turned up on 
Y) your Right- hand, and that you ſhou'd 
have King, Knave, Nine, and two ſmall 


Trumps; with eight other Cards of no 
Value, and that it is proper for you to 
lead Trumps; in that Caſe, begin with 


the Knave, in order to prevent the Ten 


from making of a Trick; and tho? it is 


about 


| WM. © *|f 
about five to four that your Partner holds 
an Honour, yet if that ſhou'd fail, by” 
fineſſing your Nine on the Return of 
Trumps from your Partner, you have 
the Ten 1 in your * 
I | 

The Nine being turned up on your 
Right-hand, and that you ſhou'd have 
Knave, Ten, Eight, and two ſmall Trumps, 
by leading the Knave it anſnens the like 
Purpoſe of the former Caſe. 

2, UI. . 1 5 

Vou are to make a wide Difference be- 
tween a Lead of Choice and a forced Lead 
of your Partner's, becauſe in the firſt 
Caſe he is ſuppoſed to lead from his beſt 
Suit, and finding you deficient in that 
Suit, and not being ſtrong enough in 
Trumps, and not daring to force you, 
he then plays his next beſt Suit, by which, 
- Alteration of play it is next to a Demon- 
ſtration that he is weak in Trumps, but? 
ſnould he perſevere, by playing of his 


. firſt Lead, if he is a good Player you are 


to judge him ſtrong in Trumps, andiit 

is a Direction for you to play your Game: 

ng eng = * | 
$11 2 


"Ther i is nothing more pernicious at the | 
Game of Whiſt, than to change Suits of-. 
ten, becauſe in every new Suit you run the | 
Riſk * giving your Adverſary the Te- 

1 90 - 3 nace; 
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nace; and therefore tho* you lead from a 
Suit of which you have Queen, Ten, and 
three ſmall ones, and your Partner puts 
up the Nine only, in that Caſe, if you 

ſnou'd happen to be weak in Trumps, 
and that you have no tolerable Suit to 
lead from, it is your beſt Play to purſue 
the Lead of that Suit, by playing your 
Queen, which leaves it in your Partner's 
Option whether he will Trump it or not, 
in caſe he has no more of that Suit; but 
in your ſecond Lead, in caſe you ſhould 
happen to have the Queen or Knave of 
any other Suit, with one Card only of 
the ſame Suit, it would be better Play to 
lead from your Queen or Knave of ei- 
ther of thoſe Suits, it being 5 to 2 that 
your Partner has one Honour at leaſt in 
either of thoſe Suits, 2 

If you have Ace, King. LY one wall 
Card of any Suit, with four Trumps; if 
your right-hand Adverſary leads that 
Suit, pals it, becauſe it is an equal Wa- 
ger that your Partner has a better Card 
in that Suit than the third Hand; if ſo 

you gain a Trick by it; if otherwiſe, as 
you have four Trumps, you need not 
fear to loſe by it, becauſe when Trumps 
are played, you may be 2 to e 
ü che Long N N 
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ACaurion not to part with the ls 
. of your. Adverſaries great Suit, &c. 


| 83 ; 
N caſe you are weak in Trumps, and 
that it does not appear that your Part- 
ner is very ſtrong in them, be very cautious 
how you part with the Command of your 
Adverſary*s great Suit : For ſuppoſe —9 
Adverſary plays a Suit of which you have 
King, Queen, and one ſmall Card only, 
the Adverſary leads the Ace, and upon 
playing the ſame Suit, you play your 
Queen, which makes it almoſt certain 8 
your Partner that you have the King 
and ſuppoſe your Partner refuſes to that 
Suit, not play the King, becauſe if 
the Leader of that Suit, or his Partner, 
have the Long Trump, you riſk the lo- 
ing of three 1 to get one. 

I | x 
| Suppoſe your Partner has ten Cards re- 
maining in his Hand, and that it appears 
to you, that they conſiſt of Trumps and 
one Suit only; and ſuppoſe you ſhould 
have King, Ten, and one fmall Card of 
his ſtrong Suit, with Queen and two ſmall 
Trumps; in this ey you are to judge 

he 


4 


1 52 


he has five Cards of each Suit, and there 


fore you ought to play out the King of 


his ſtrong Suit, and if you win that Trick, 


.your next beſt Play is, to throw out the 
ach of Trumps 3 if that likewiſe comes 
home, proceed to play Trumps ; this Me- 
thod of Play may be made uſe of at any 
Score of the Game except at 4 and g. 


* ies III. 
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The TrumP turned up to be remembered. 


It is fo neceſſary that the Trump turn- 
ed up ſhou'd be known and remembered, 
both by the Dealer and his Partner, that 
we think it proper to obſerve, That the 
Dealer ſhou'd always ſo place that Card, 
as to be certain of having Recourſe to it: 


For, ſuppoſe it to be only a 5, and that 


the Dealer has two more, viz, the 6 and 
9, if his Partner Trumps out with Ace and 
te he ought to play his 6 and q, 
becauſe let us ſuppoſe, your Partner to 
have Ace, King, and four ſmall Trumps, 
in this Caſe, by your Partner's knowtg 
you have the 5 remaining, you. may win 


many Tricks. 


— 


IV. Your 


( 3 
wv: 


Tour right-hand Adverfary leads a 
Suit, of which you have the Ten, and 
two ſmall ones; the third Hand puts v 
the Knave, your Partner wins it wit 
the King; when your Right-hand leads 
that Suit again, and plays a ſmall one, 
do you put on your Ten, becauſe it may 
ſave your Partner's Ace, upon Suppoſi- 
tion that your right-hand Adverſary led 
from the Queen; you will ſeldom fail 
of Succeſs by this Method of Play. 


v. 


Suppoſe you have the beſt Trump, and 
that the Adverſary A has one Frump only 
remaining, and that it appears to you that 
your Adverſary B has a great Suit; in 
this Caſe, tho“ you permit A to make his 
Trump, yet by keeping the Trump in 
your Hand, you prevent the Adverſary 
B from making his great Suit; whereas, 
if Jou had taken out 4*s Trump, it had 
1 one Trick r by 
this Method probably ſave three or 
n ; Fes apa 8 1 
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VI.. 


_ . The following CAs E happens frequently, 


That you have two Trumps remaining 
when your Adverſaries have only. one, 
and it appears to you that your Partner has 
one great Suit, in this Caſe always play a 
Trump; tho? you have the worſt, becauſe 


by removing the Trump out of your Ad- 
verſary's Hands, there can be no Ob- 


ſtruction to your Partner's great Suit. 


VII. 


Suppoſe you ſhou'd have three Trumps 
when no body elſe have any, and that you 
ſhould have only four Cards of any cer- 
tain Suit remaining; in this Caſe play a 
Trump, which ſhews your Partner that 
you have all the Trumps, and alſo gives 
you a fair Chance for one of your Adver- 
ſaries to throw away one Card of the afore- 
ſaid Suit; by which means, ſuppoſing that 


Suit to have been once led, and one thrown 


away makes Five, and four remaining in 
your Hand makes Nine, there being only 
four remaining between three Hands, and 
uw Partner having an equal Wager to 

old a better Card in that Suit than the 
laſt Player, it therefore follows that you 


have 


( 55 1 
have an equal Chance tomakethree Tricks 
in that Suit, which probably could not 


have been Gone but by this Method of 
Play. 


VIII. 
Sup 


poſe you have five Trumps and fix 
ſmall Cards of any Suit, and you are to 
lead; the beſt Play is to lead from the 
Suit of. which you have ſix, becauſe, as 
you are deficient in two Suits, your Ad- 
verſaries will probably trump out, which 
is playing your own Game for you; 
whereas, had you begun with playin 

Trumps, they would force you, and 

conſequently W 5085 Game. 


— - — — ———————————_— 
— — —— 4 n 4 dd TT n n - 
CS 
A 


CHAP, XIV. 


Some Purchaſers of the TAZAT 18 in 
Manuſcript, diſpoſed of the laſt Winter, 
| baving defired a furiber Explanation 


concerning the playing of Sequences, they 
are PRs in the JOE» manner. 


N Trumps you 5 to pla che higheſt 

of your Sequences, unleſs you ſhould 
have Ace, King, and. Queen, in that 
Caſe play the loweſt, in order to let your 
Nr into the State of your br | 
n 
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In Suits which are not Trumps, if you 


have a Sequence of, King, Queen, and 
K nave, and two ſmall ones; whether you 
are ſtrong in Trumps or not, it is the 


beſt Play to begin with the Knave, be- 
cauſe, by getting the Ace out of any Hand, 


you make room for the whole Suit. 
. ere 


_ And in caſe you are ſtrong in Trumps, 
ſuppoſing you ſhould have a Sequence of 
Queen, Knaye, Ten, and two ſmall 
Cards of any Suit; in that Caſe, you 
ought to play the higheſt of your Se- 
quence, becauſe, if either of the Adver- 
{aries ſhould trump that Suit in the. ſe- 
cond Round, by being ſtrong in Trumps, 
you fetch out their Trumps, and conſe- 
quently make the Remainder of that Suit. 
The like Method may be taken, if you 
ſhould happen to have a Sequence, by 
Knave, Ten, Nine, and two ſmall Cards 
of any Suit. . 


. > : "I 1 0 ; . * * 1 
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If you have a Sequence of King, Queen, 
9 2 ” * 

Knave, and one ſmall Card of any Suit, 


whether 


. 
. ba 
* 
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whether you are ſtrong in Trumps, or 
otherwiſe, play your King; and do the 


like by any inferior 2 if * 
haue er the four of . 


V. 


."DuriF" you uſhould happen to be weak in 
Trumps; you muſt always begin with the 
loweſt of the Sequence, in caſe you ſhou*d 
have five in Number; for, ſuppoſe your 
Partner to have the Ace of that Suit, he 
then makes it; and where lies the Dif- 
ference whether you or your Partner win 
a Trick? For if you had the Ace and 
four ſmall Cards of any Suit, and are 
. weak in Trumps, and led from that Suit; 
if you play well, you ought to play the 
Ace; if you are very ſtrong in Trumps, 
you may play your Game as backward as 
vou pleaſe; but if you are weak in 
N you n 255 the ene. | 


VI; 


Let us ta what l is meatit «by being | 


Strong or Weak in Trumps. 


If you have Ace, King, and three 
ſmall Trumps: 


King, Queen and 3 ſmall Trumps 
D — and 3 ſmall Tromps. 4 
| | V_ 


(FJ 
Queen, Ten, and 3 ſmall Trumps - 
 Knave, Ten, and 3 ſmall Trumps 
Queen, and four ſmall Trumps 
Knave, and four ſmall Tru | 
In any of the aforeſaid Caſes, you may 
beunderſtood to be very ſtrongin Trumps, 
and therefore you may play by the fore- . 
going Rules, being morally aſſured of 
having the Command in Trum 
If you have two or three ſmal Trumps 
only, we underſtand you to be weak in 
them. 
VII. 


What Strength in Trumps intitles you 
to force your _—_— at any Point of the” 
Game, 

Ace, and 1060 ſmall Trumps. 
King, and three ſmall Trumps. 
Queen, and three ſmall Trumps. 
Knave, and _ {mall oc an 

1, by Accident, either you or the Ad. 
verſaries have forced your. Partner (tho? 
you are weak in Trumps) if he has had 
the Lead, and does not oe to trump 
out, force him on as often as the Lead 
comes into your Hand, unleſs you have 
good Suits of your own to Play. 

IX. | 

If you ſhould happen to have 25 two 
or three ſmall Trumps, and that your 

OREN Adverfary leads a Suit of which 

you 
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you have none, trump it, which is an In- 


formation to your Partner _ you are 
weak in T n want) 
X. 


Suppoſe you have Ace, Knave; and one 
ſmall Trump, and that your Partner 
trumps to you, ſuppoſe from the King 
and three ſmall Trumps, Query, Whether 
it is the beſt Play to put on the Ace or 
Knave? And ſuppoſe your right-hand 
Adverſary has three Trumps, and that 
your left-hand Adverſary has the like 
Number; in this Caſe, by fineſſing of 

your Knave, and playing your. Ace, if 
the Queen is on your Right-hand, you 
win a Trick by it; but if the Queen is 
on your Left.hand, and you ſhould play 
the Ace, and then return the Knave, ad- 
mitting your left-hand Adverſary puts on 
the Queen, which he 
above 2 to 1 that one of the Adverſaries 


have the Ten, and conſequently you gain 


no Trick by er | 


If your Partner has led from the Ace 
of Trumps, and ſuppoſe you ſhould have 
King, Knave, and one ſmall Trump, by 
purting on your Knave, and returning the 
King, it anſwers; exactly the like Pur- 
pole of the former Rule. 


d 


ought to do, it is 


In other Suits you may practiſe the like 
XII. It 


* _— 
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1 
3 21.5} XII. 

At you are ſtrong in Trumps, and tir 
you have King, Queen, and two or three 
ſmall Cards in any other Suit, you may 
lead a ſmall one, it being 5 to 4 that 

our Partner has an Honour in that Suit: 
— if you are weak in e you ought 
to begin with the King. 
XIII. 13 

If your right-hand Adverſary leads a 
Suit, of which you have King, Queen, 


and two or three ſmall Cards of the ſame 


Suit, you being ſtrong in Trumps, may 
paſs it, becauſe it is an equal Wager that 
your Partner has a better Card in that 
Suit than the third Hand; if not, by 
your Strength of Trumps, you need not 
in making that Suit. Aer 
? po ITE: 
If your right-hand Adverſary leads a 
Suit of which you have King, Queen, and 
one ſmall Card, whether in Trumps or 
not, put on the Queen: Alſo if you have 
Queen, Knave, and one ſmall Card, put 
on the Knave; and if you have Küabe, 
Ten, and one ſmall Card, put on the Ten. 
By putting up the ſecond beſt, as afore- 
faid, your Partner has an Expectation of 
your having a better Card, or Cards, in 
the ſame Sat; and, by Recourſe to the 
Calculations annexed-to this Tea he 
2 * * 


(i 6 ]Þ 


may be able to- him whavare the Odds 
for and againſt hi 1 2¹ 


1 FI 
8111501 


17 you ſhould hong 8 King anch 
ſmall Cards in any Suit, being ſtrong in 
Trumps; if your right-hand Adverſary 
leads that Suit, you may paſs it, becauſe 
it is an equal Wager that your Partner 
has a better Card in that Suit than the 
third Hand ; if ſo, you gain a Trick by 


it; if other wiſe, you need not fear to 


make your Ace and wo of OY your 
Strength i in Trumps. | ba! 
399*D V1 XVI. 10 Haid 
| If you ſhould have ds Nine, 
Eight, and one ſmall Trump; and that 
 yaur” Partner leads the Ten, in that Caſe 


paſs it, becauſe, unleſs the three k-Honours 


lie behind you, you are ſure of making 
two Tricks; do the like if you: ſhould 
have the King, Nine, beer a4) an one 
ſmall Trump; or the Nine, 
E and one ſmall Trump. n in ien 
XVII. DIE $45 he 

10 order to Ade your Adee f 


if your right- hand Adverſary leads from 


a Suit, of which'you' have Ace, King and 27 
Queen, or Ace, King and Knave, put on 
the Ace; becauſe that encourages the Ad- 
, verſaries to play that Suit again; and tho 
you deceive your Partner by this Methofl 


of Play, you alſo ” your: Ad verſa- . 


ries, 


62 ]. 
ries, which is of greater Conſequence in 
this Caſe, becauſe if » if you had put on the 
loweſt of the Terce- vader; or the Knave 
in the other Suit, your right-hand Ad- 
verſary had made a Diſcovery, that the 
Strength of that Suit was againſt him, and 
conſequently would have changed Suits. 

Neon. 
Suppoſe you have Ace, Ten, and one 
ſmall. Card of any Suit; alſo the Ace, 


Nine, and one ſmall Card in any Suit, 


Query, Which of theſe Suits ought you to 
lead from? Anſwer, From the Suit of 
which you have the Ace, Nine, and one 
ſmall Card; for this Reaſon, it being an 
equal Wager that your Partner has a bet- 
ter Card in that Suit than the laſt Player; 
if not, let us then ſuppoſe that your right- 
hand Adverſary leads from the King or 
Queen of the St Suit, of which you have the 
Ace, Ten, and one ſmall Card; in that 
Caſe, it is an equal Wager that your Part- 
ner has a better Card in that Suit than the 
third Hand; if that happens to be the 
Caſe, upon the Return of the Suit you lie 
tenace, and conſequently ſtand a — 
nn tow —— Tab in N Suit. 


— Gu to et VIA the We?” 
Let us ſuppoſe A and B to play at two⸗ | 


Jeni Whiſt, and is, us ſuppoſe. 4 to 


have 


n 
have the Ace, Queen, Ten, Eight, Six, 
and Four of Clubs, which, in caſe B al- 
ways leads, are ſix ſure Tricks. Let us 

ſuppoſe he has the ſame Hand in Spades, 
which, in caſe B always leads, are fix 
more ſure Tricks, We ſuppoſe B has 
the Remainder of theſe two = | 

Loet us ſuppoſe B to have the ſame 
Hand 1 in Hearts and Diamonds, as A has 
in Spades and Clubs, and that A has the 
Remainder of the Hearts and Diamonds, 
which, in caſe A always leads, are twelve 
ſure Tricks alſo to B. 

The foregoing/ Caſe ſhews that both 
Hands are exactly equal; and therefore 
let one of them name his Trumps, and 
lead, he wins thirteen Tricks only. 

But if one names the Trumps, and the 
other leads, he that names the Trumps, 
_ ought to win fourteen Tricks. 

Thoſe who would attain to the play- 
ing of Whiſt to Perfection, muſt not be 
content only with being a Maſter of the 
_ Calculations contained in this Treatiſe, 

and alſo an exact Judge of all the gene- 
ral and particular Caſes in the ral but 
be a very punctual Obſer ver of ſuch Cards 
as are thrawn away, both by his Partner 
and Adverſaries, and at what Time. 
Whoever attends cloſely to theſe Parti- 
culars, is the moſt likely to attain. their 


End. 


* 's a 


An Explanation for the Us f 0 05 
f ſome of the TERuS and TROHNI- 
* Worps made ue me in ibis * rea- 
rbb 1 4 | 


FINESSING. 


E A N 8 the endeavouring to Ein | 
an Advantage by Art and Skill, 


"4" 


which conſiſts: in this; when a Card. is 


led, and you have the beſt and third beſt 
Card of that Suit, you judge it beſt to 


put your third beſt Card upon that Lead, 


and run the riſk. of your Adverſary's 
i having the ſecond beſt of it, that if he 
has it not, which is 2 to 1 againſt nim. 
you are then ſure of gaining a Tak | 


FORCING. 4 


Means the obliging your eienr or 
your Adverſary to trump a Suit of Which 
he has none. The Caſes mentioned'i in 
this Treatiſe will ſhew when it 18 proper 
to force either of them. 


"LONG TRUMP, .,, 4 


Means che having one or — hk 5G 
| in og Hand when all the reſt are out. Yo 


LOOSE. CARD -r 


bn 


3 a Card in a Hand that is of no 


Value, and conſequently the. propereſt to 
throw away, 


1 , . * i 
8 — 


{6 POINTS. 


— 


15 


P 0 Fl N 7 5. 


Tren of them make a Game; as many 
as are gained by Tricks or Honours, ſo 
many Points are ſet up to the Score of 
the ü 8 


, 4 - 
2 T * get eg 

10 ne is a Shqumnce/bf) any four 

Cards; immediately following one another, 
in the ſame Suit :: Quart. major is there - 
fore a Sequence of Ace, King, Qeen and 
Pat: vie Suitzd) n 1192 yas 20 


det TG aig 

In "Oe is a Sequence of any 
Cards immediately following one ache 
in the ſame Suit: Quint major is there- 
fore a Sequence of Ace, King, Queen, 
Knave and Ten, in any Suit. 
NE E RS E. 3 fi 121 


Playin at any time the Reverſe, chens 
only the playing your Hand in a different 
Manner; that is to ſay, if you are ſtron 
in Trumps you play one Way, but 1 
weak in Trumps you, play the Bf. 
viz, another Way. 


SEE-S AW, 


Is when each Partner trumps a Suit, 
and they play thoſe Suits to one another 


"OE" SCORE, 


* 
4 
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1 SCORE.” 
Score of the Game, is the Number of 
Points 82 up, ten of which make a Game. | 


TENACE. 


Having the Tenace in any Suit, fop- 
poſes the having the firſt and third beſt - 
Cards, and being the laft Player, and 
conſequently you catch the Adverſary 
when that Suit is played: As for Inſtance, 
in caſe you have the Ace and Queen 
of any Suit, and that your Advęfſary 
leads that Suit, you muſt win thoſe two 
Tricks, and ſo of any er, Tenace in 
| Ae Cards. "Tt 1 


215 ＋ ER C E. 114. 


e is a Sequence of any three 
Cards, immediately following one ano- 
ther in the ſame Suit: Terce- major is 


therefore a Sequence of AS, N i OK and 
N in any Suit. | 


” { 
# 
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TREATISE 


On the GAME of 


QUaDRILLE. 


SHEWING 


The Odds of whit or loſing moſt 
Games that are commonly played ; 
either by calling a King, or oy play- 
ing Sans Prenare. 


To which is added 


The LAWS of the GAME. 
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A HU SO SER 
_ Treatiſe on the GAME of 
AU ADRIL I. E. 


-C'H"A VE 


| BE a Learner may be at 2 


loſs to know the Rank or Order of 


the Cards, when Trumps or not, 
( the two following Tables ſhew them. 


T he Rank or Order of the Cards when not | 


1% Trumps. 
Clubs and Spades. Hearts and Diarioddy, 
| A King, King, 
| Queen, Queen, 
= Knave, Knave, 
3 KF Seven, . Ace, 
Six, Duce, 
Five, Three, 
| Four, | Four, 
G Three, Five, 
=. Duce, = SIX, 
N — — Seven, 
In all 9 wy 
In all 10 


ff for Treatiſe on the 


757 Nen or 2 of the Cards 2 


T: . Gy 
Clubs and | Bader | Hearts and Diamonds, 
 Spadille, the Ace of Spadille, the Act of 
Spades, Spades, 


Manille, the Duce of Manille, the Seven of 
* Spades or of Clubs, Hearts or of Dia- 
Baſto, the Ace of  Tmonds;  ' R; 
„ | * Baſto, the Ae, 1 of 
3: lubs, | | 
Punto, the Pry of 
Hearts or 'C Die. 


* "a i&s : 1 , . : 

King, King, 
* 

. Queen, ; 
e Knave, 
Seven, al} Duce, 
Six, If Three, 
—_—_ + Four, 
Four, 17 Five, 
Three, OIL 5 Six, I 
1 In all 12 


You may obſerve by the foregoing Tables, 
that S pag and Baſto are always Trumps, / 
e the red Suits have one Trump 
more than the Black. 

There are three Matadores, VIZ, Spadille, - 
Manille, and Baſto. 

There- 
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Fa Therefore, if an ordinary Trump is led, 
you are not obliged to play a Matadore up- 


on it; but if Spadille is led, and you ſhould 

have Manille or Baſto unguarded, you muſt 

lay it; alſo if Manille is led, and you ſnou'd 
ve Baſto unguarded, it muſt be played. 


The Order of the Falſe Matadores. 
Clubs and Spades. Hearts and Diamonds. 4 


Manille, the Duce Manille, the Seven 
of Clubs or of of Hearts or of 


- Spas, Diamonas, 
. Baſto, the Ace of Baſto, the Ace of 


Clubs, ua, | ; 
nh 115 Fn Punto, the Ace of 
Hearts or Dias 


| monds, 
King, | King, ; 
veen, Queen, * 
Knave, Knave, 
Seven, Duce, 
x, Three, 
Five, Four, 
Four, Five, ) 
Three, Sc. 
In all 10 In all 11 
You ſee by the foregoing Table the Or» 


der or Rank of the Falſe Matadores. 
A 3 We 


= 
— = * . 
. 1 1 2 I. o 
a r = - — Fa et —— oumSin—— ex ent — — 
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We generally call them falſe Matadores, 
if we begin at Baſto and ſo proceed by Se- 
quences to any Number. [149 


ti. 


i. 


ba 7 


CHAP. II. 


J. HE firſt thing to be done after you 
have ſeen your Cards, is, to aſk 
Leave, to paſs, or play ſans prendre; and if 


| 2 name a wrong Trump, you muſt abide 


y it. | 

II. If all the Players paſs, he who has 
Spadille is obliged to play, but if he does not 
make three Tricks, be is not beaſtec. 

III. The Player ought to have a fair Pro- 
bability of winning three Tricks when he calls 
a King, to prevent his being beaſted. 

IV. Therefore we will ſet down ſuch 
Games only, as give a fair Chance to win 
the Game by calling a King, with Directi- 
ons at the End of each Caſe what Trump 
you are to lead,  _ 


Calculations neceſſary to be underſtood by thoſe 
who have made ſome Progreſs in the Game. 


I. I would know what is the Odds that 
my Partner holds one Card out of any tw 
certain Cards, NT | 


Anſwer, 


Game of QUADRILLE. 1 


Anſwer, That he holds one Card out of 
any two certain Cards is about g3 to 4 in his ö 
favour. 

II. Iwould alſo know what is the Odds 
that my Partner holds one Card out of any 


three certain Cards. 


Anſwer, That he holds one Card out of 


any three certain Cards 1s out 5 to 2 in 
his favour. 


An Explanation and * of the fre- 
going Calculations. 


I. That your Partner holds one Card out 
of any two certain Cards. 
Suppoſe you ſhould hold one Matadore, 


it is by this Calculation evident, that it is 5 


to 4 in your favour that your Partner holds 
one of the other two, and conſequently you 
may play your Game accordingly. 

Again, Suppoſe you call a King, and hav- 
ing a Knave and one ſmall Card of a Suit in 
your Hand, by the aforegoing Calculation, 


it is plain chat you have 5 to 4 in your fa- 


vour that your Partner holds either the King 
or Queen of that Suit, and conſequently you 
have the Odds in your favour to win a 
Trick in that Suit, f 
II. That your Partner holds one Card out 
of any three certain Cards. 
Suppoſe you have no Matadore, but with 
the Afliſtance of one of them you have great 
A 4 Odds 
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Odds of winning the Game; you may ob- 
five, by the foregoing Calculation, that it is 
about gj to 2 that your Partner holds one of 
them, you having none. 

This Calculation may be applied to ma- 
ny other Caſes, very uſeful to the Player. 


Games in Red which may be played, 
calling a King. 


I. Spadille, Manille, two ſmall Hearts or 
Diamonds, the Queen of Clubs and one ſmall 
one, and four ſmall Cards of the other Suits. 
Lead a ſmall Trump. 

II. Spadille, Manille, two ſmall Hearts 
or Diamonds, with the Knave and two ſmall 
Clubs, and three ſmall Cards of the other 
Suits, Lead a ſmall Trump. | 
III. Spadille, Manille, two ſmall Hearts or 
Diamonds, three ſmall Clubs, and three ſmall 
Cards of the other Suits. Lead a ſmall 
Trump. | . OS; 
- TV Spadille, Punto, King, Queen, and 
one ſmall Heart or Diamond, three ſmall 
Clubs, the — and one Spade. Lead 
Punto. 

V. Spadille, Punto, King, Knave, and 
one ſmall Heart or Diamond, the Knave 
and two fmall Clubs, and two ſmall Spades. 
Lead Punto. —_ 

VI. Spadille, King, Queen, Knave, and 
one * Heart or — with the Queen, 

Knave, 
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Knave, and one ſmall Club, and two ſmall 
Spades. Lead the King of Trumps. re 

VII. Spadille, Three, Four, Five, and 
Six of Hearts or Diamonds, King of Clubs 
and one more, Queen and two ſmall Spades; 
whether elder, or any other Hand, when 
you have the Lead play a ſmall Trump, in 
the ſecond Lead play Spadille. 

VIII. Manille, Baſto, Punto, and two 
ſmall Hearts or Diamonds, three ſmall Clubs, 
= the Knave and one Spade. Lead * 
nille. 

IX. N. B. Manille, Baſto, King, ind 
two ſmall Hearts or Diamonds, Queen and 
one ſmall Club, and three ſmall Spades. 

Lead Manille. 

X. N. B. Manille, Baſto, Queen, nd 
two ſmall Hearts or Diamonds, Queen and 
two ſmall Clubs, Knave and one Spade, 
Lead Manille. 

XI. Manille, Baſto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one {malt 
Club, Knave and two ſmall Spades. Play a 
ſmall Trump. 

XII. N. B. Manille, Punto, King, fad 
two ſmall Hearts or Diamonds, Queen, 
Knave. and one {mall Club, King and one 
ſmall Spade. Lead Manille. 

XIII. Manille, Punto, Queen and two ſmall 
Hearts or Diamonds, Queen and one ſmall 
Club, King and two ſmall Spades. Play a 
ſmall Trump. | An 

XIV. 


—— — — — ͤ— 
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XIV. Manille, Punto, and three ſmall 


Hearts or Diamonds, Knave and one ſmall 
Club, King, Queen, and one ſmall Spade. 
Play a ſmall Trump. 

XV. Manille, and the four ſmalleſt 
Hearts or Diamonds, Quees, and one ſmall. 


Club, King, Queen, and one ſmall Spade. 
Play a ſmall Trump. 


XVI. N. B. Baſto, Punto, King, and 
two ſmall Hearts or Diamonds; King, and 
Queen of Clubs, Queen, and two ſmall 
Spades. Lead Baſto. 38 

XVII. N. B. Baſto, Punto, Queen, and 
two "ſmall Hearts or Diamonds, Queen, 
Knave, and one ſmall Club, King and Queen 
of Spades. Lead Baſto, . 
XVIII. N. B. Baſto, Punto, and three of 
the ſmalleſt Hearts or Diamonds, King and 
Queen of Clubs, Queen, Knave, and one 
ſmall Spade. Play a ſmall Trump. | 

XIX. Baſto, and the four ſmalleſt Hearts 
or Diamonds, King and Queen of Clubs, 
Queen, Knave, and one ſmall Spade. Play 
a {mall Trump. . 34 

XX. N. B. Punto, King, Queen, and 
two ſmall Hearts or Diamonds, King, and 
Queen of Clubs, Queen, Knave, and one 
ſmall Spade. Lead Punto. 27 

XXI. Punto, King, and three ſmall 
Hearts or Diamonds; King, and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. 
Play a ſmall Trump. | 


You 
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| You are to obſerve that thoſe Caſes which 
are mark*d thus, (N. B.) are very good 
Games to play, -and that you have the odds 


of your ſide, to win thoſe which are not 
marked. Br 


N Nm 


wi AMES Black, which may be played, call. 
ing a King. 


I. Pavilions; Manille, and - two mall 


Clubs or Spades, the Knave, and 


two ſmall Hearts, and three ſmall Diamonds, 
Lead a ſmall Trump. 

II. N. B. Spadille, Manille, and two ſmall 
Clubs or Spades,Queen,and two ſmall Hearts, 
three ſmall Diamonds. Lead a ſmall Trump. 

HI. Spadille, Manille, and two ſmall 
Clubs or Spades, three ſmall Hearts, three 
ſmall Diamonds. Lead a ſmall Trump. 

IV. N. B. Spadille, King, Queen, and 
two ſmall Clubs or Spades, with the Queen 
and one {mall Heart, three ſmall Diamonds. 
Lead the King of Trumps. 

V. Spadille, King, Knave, and two ſmall - 
Clubs ; Queen and two Diamonds, two ſmall 
Hearts. Play a ſmall Trump. 

VI. Spadi ile, Queen, and three ſmall 
Clubs or Spades, Queen and two ſmall 


Hearts, 


12 A ſhort Treatiſe on the 


ome two ſmall Diamonds. Play a ſmall 

VII. Spadiille, and the four ſmalleſt Clubs 
or or Spades, King and one {mall Heart, 3 
and two ſmall Diamonds. Play a 
Trump. 

VIII. Manille, Baſto, Kin , 4 and two 
ſmall Clubs or Spades, three ſmall Hearts, 
and two ſmall Diamonds. Lead Manille. 

IX. . Manille, Baſto, Queen, and two ſmall 
Clubs or Spades, three ſmall Hearts, Queen, 
and one ſmall Diamond. Lead Manille. 

X. Manille, Bafto, Knave, and two fftmall 
Clubs or Spades, Knave, and one Heart, 
three ſmall Diamonds. Lead Manille. 
XI. Manille, Baſto, and three ſmall Clubs 
or Spades, Queen, and two ſmall Hearts, 
Knave, and one {mall Diamond. Lead 
Manille. | 

XII. NV. B. Manille, King, Queen, and 
two ſmall Clubs or Spades, King, and one 
ſmall Heart, Queen, Knave, and one ſmall 
Diamond. Lead Manille. 

XIII. N. B. Manille, King, Knave, and 

two ſmall Clubs or Spades, King, and one 
ſmall Heart, Queen, and two ſmall Dia- 
monds. Lead Manille. 
XIV. Manille, King, and three ſmall Clubs 
or Spades, Queen, and two ſmall Hearts, 
King, and one ſmall Diamond. D a ſmall 
T POPs; | | 


XV. 
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XV. Manille, and the four ſmalleſt Clubs 
or Spades, King, Queen, and one ſmall 
Heart, two ſmall Diamonds. Phy: a imall 
Trump. 

XVI. N. B. Baſts, King, Queen, and 
 two/ſmall Clubs or Spades, Queen, and two 
ſmall Hearts, King and one ſmall Diamond. 
Lead Baſto. 

XVII. N. B. Baſto, King, Knave, al two 
ſmall Clubs or Spades, Knaveand one Heart, 
King, and two ſmall Diamonds. Lead Baſto. 

XVIII. N. B. Baſto, King, and three 
mall Clubs or Spades, King and Queen ef 
Hearts, n, and two all Diamonds. 
on a ſmall Trump. 

XIX. Baſto, and four of the ſmalleſt 
Clubs or Spades, King and Queen of Hearts, 
Queen, Knave, and one imall Diamond. 
Play a ſmall Trump. 

XX. N. B. King, Queen, 1 and 
vo ſmall Clubs or Spades, King and 
Queen of Hearts, Knave, and two ſmall 
Diamonds. Lead the King of Trumps. 
XXI. King, Queen, Seven, Six, and 
Five of Clubs or Spades, King and Queen 
of Hearts, Queen, Knave, and one {mall 
Diamond. Lead the King of 'Trumps. - 

Lou are to obſerve that thoſe Caſes which 
are marked thus, (N. B.) are very good 
Games to play, and you have the Odds of 
your lide, to win thole which are not mark- 


ed. | | 
| N. B. You 
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N. B. You are to Call to your ſtrongeſt 
Suit, except, you have a Queen guarded. 
And, if you are elder Hand, you have a 
fairer Oe to win the Game an if mid- 
dle Hand, becauſe you have an O — 


ty of leading a Trump, which frequentl 


makes your Adverſaries play en ea 
other. 


* 


: : Ke TI 
C:H Af Bolt N. 


2 calculated, ſpewing the Pla ers the 


Odds of winning the following 8 at 
| Quadrille, ſans prendre; and - alſo ſuch 


Games as "ought not to be Played ſans 
prendre. 


Gau „ ag by Elder Hand. 


J. \HREE Matadores | in Clubs, King 
7 and Six of Diamonds, King and 
Six of Hearts, King, Five, and Six of 
Spades. Play Trumps to all the elder- hand 
Games. The above Game wins 27 to 4 

II. Three Matadores and the Threc of 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, and two ſmall Spades. 
The above Game wins 215 to 162, or about 
4 to 
e Three Matadores, Thens and Four 
ot Clubs, RAT and Six of Diamonds, 


and 


Game of QUADRILLE. 13 


and three ſmall Hearts. Wins 291 to 86, 


or above 10 to 


IV. Three Matadores with the Three, 
Four, and Five of Clubs, two ſmall Dia- 


monds and two ſmall Hearts, Wins near 


10 to I. | 

V. Spadille, Manille, King, Knave, 
Three and Four of Clubs, two ſmall Dia- 
monds, and two ſmall Hearts. Wins 4895 
to 3022, or about 8 to 5. 
. Spadille, Manille, King, Three, 


Four, and Five of Clubs, two ſmall Dia- 
monds, two ſmall Hearts. Wins about 8 


to 5. 
VII. Spadille, Manille, King, Three 


and Four of Clubs, King and Six of Dia- 


monds, and three ſmall Hearts. Loſes 1514 


to 1123, or about 4 


to 3. 
VIII. Spadille, Marille, Three, Four, 


Five, and Six of Clubs, two ſmall Diamonds, 


and two ſmall Hearts. Loſes 1 514 to 1123, 


or about 4 to 3. 


IX. Spadille, Manille, Three, Four, and 


Five of Clubs, King and one ſmall Diamond, 


and three ſmall Hearts. Loſes 22 34 to 406 
or above 11 to 2. * 
X. Three falſe Matadores and Three of 
Clubs, King and Six of Diamonds, King 
and Six of Hearts, King and Six of Spades. 


Wins 215 to 162, or about 4 to 


3. 
XI. Three falſe Matadores, Three and 


Four of Clubs, King and Six of Diamonds, 


King, 
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King, Six, and Five of Hearts, Wins 291 
to 86, or above 10 to 3. & 
| XII. Three falſe Wade Three, 
Four, and Five of Clubs, King and Six of 
Diamonds, two ſmall Hearts. Wins 1025 
to 106, or near 10 to 1. | 
XIII. Manille, Baſto, Queen, Three, 
Four, and Five of Clubs, King and one 
ſmall Diamond, two ſmall Hearts. Wins 
4895 to 3022, orabove 8to 5. 

XIV. Manille, Baſto, Knave, Three, 
Four, and Five of Clubs, King and one 
ſmall Diamond, two ſmall Hearts. Loſes 
4162 to 3735, or almoſt 10 to . 

XV. Spadille, Three, Four, Five, and 
Six of Clubs, King and one ſmall Diamond, 
King of Spades, King and one ſmall Heart. 
He muſt lead a ſmall Trump, and his 
Chance then for winning is 1749 to 890, or 
near 2 to 1 for winning. 

XVI. Spadille, Three, Four, Five, Six, 
and Seven of Clubs, King and one Dia- 
mond, King of Spades and rent of Hearts. 
— 2751 0 . 


* * 
* Lk .+.. 
— — 


. N. 
Saus in Red, Elder Hand. 
J. HREE Matadores in Hearts, King 
| and one Diamond, King and one 


. King and two Clubs. Wins 24 to 
11, or above 2 to 1. | II. Three 


A © © UW 


and Six of Hearts, King and one Club, two 
| B 


Game of QUADRTIIL X. -17 
II. Three Matadores and Three of 
Hearts, King and one ſmall Diamond, King 
and Queen of Clubs, and two ſmall Spades, 
Wins 7010 to 16675 above 4 to 1; beſides 
the Chance that his Kings and Queen paſs, 


though he ſhou'd not fetch out all the 


Trum 

III. Three Matadores and Three and 
Four of Hearts, King and one ſmall Club, 
and three ſmall Diamonds. Wins almoſt 4 
tO 3. 

W. Three Matadores, Three, Four and 
Five of Hearts, two ſmall Diamonds, two 
ſmall Clubs. Wins 291 to 86, or above 10 


to 3. 


V. Spadille, Manille, Punto, Queen, 
Three and Four of Hearts, two ſmall Dia- 
monds, and two ſmall Clubs. Loſes 1706 
to 9138 or above 3 to 4. 

N Manille, Punto, Three, 
F N. and Five of Hearts, two ſmall Dia- 


monds, two ſmall Clubs. Loſes 1314 to 


1125, or above 4 to 3. 

VII. Spadille, Manille, King, Three, 
Four, and Five of Hearts, two ſmall Dia- 
monds, two ſmall Clubs. Loſes 278 to 99, 
or about 14 to 5; 

VIII. Spadille, Manille, Three, Four, 


Five, and Six of Hearts, two ſmall Dia- 
monds, two ſmall Clubs. Loſs above 3 to 1. 


IX. Spadille, Manille, Three, Four, Five, 


imall 


io g —ͤ—6—ä — — — 
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ſmall Diamonds. Wins 1845 to 794, or a- 
bove to 4 
2 Spadille, Manille, Two, Three, Four, 
Five, Six of. Hearts, two ſmall Diamonds, 
one ſmall Club. Wins above 9 to 1, nearer 
| Or to 1. 
XI. Four Matadores in Hearts, King. 
and twoſmall Clubs, King and two ſmall 
Spades. Wins about 16 to 1. That he fetches 


. 1 ; beſides the Chance for his King's paſſing, 
tho? the Trumps ſhou'd not fall. 


XII. Three falſe Matadores and Three of 


Hearts, King and one ſmall Club, King and 
one Diamond, King and one ſmall Spade. 
Loſes 5791 to 2880, or above 2, to 1. 

XIII. Three falſe Matadores, Three and 
Four of Hearts, King and one Club, King 
and two Spades, Wins 215 to 162, or a- 
bout 4 t | 


Four and Five of Hearts, King and one 
ſmall Club, two ſmall Spades. Wins 291 
to 86, or above 10 to 3. 

XV. Three - falſe Matadores with the 
Knave, the Three, Four, and Five of Hearts, 
one ſmall Diamond, two ſmall Spades. Wins 
1025 to 106, near 10 to 1; but you are to 


ſuppoſe the Lead is to come into your Hand 
a ſecond time, without trumping with a 


Matadore. 
XVI. Three 


— ä — 
—— 5 —— —— — 


out the Trumps is 7206 to 1465, near 5 to 


„ 
= | ND 


O 3. 
XIV. 'Three falſe Matadores, Three, 
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XVI. Three falſe Matadores with the 
Queen, the Three, Four and Five of 

Hearts, one ſmall Diamond, two ſmall Clubs 


(As the former) wins near 10 to 1. 
XVII. Manille, Baſto, King, Three, 


Four, and Five of Hearts, King and one 


Diamond, two ſmall Clubs. Loſes 1314 to 
1125, or about 4 to 3. kf 
XVIII. Manille, Baſto, Queen, Three, 
Four, and Five of Hearts, King and one 
Club, two ſmall Spades. Loſes 278 to 99, 
or near 3 to 1. 
XIX. Manille, Baſto, Three, Four, Five, 


and Six of Hearts, King and one Diamond, 


two ſmall Clubs. Loſes 2639 to 405, or 
about 6 to 1. | 

XX. Spadille, Two, Three, Four, Five, 
and Six of Hearts, King and one Diamond, 
King of Spades, and the King of Clubs. 
That he fetches out three Trumps by play- 
ing Spadille, is above 4 to 1, and conſe- 
quentiy above 4 to 1 for winning. 
XXI. Spadille, Three, Four, Five, and 
Six of Hearts, King and one Diamond, King 


and one Spade, and the King of Clubs. 


That three ſure Tricks in Trumps lie a- 
2 the Player is 1384 to 1255, and con- 
equently the Odds is againſt his winning 
the Game. | | 
If he plays the Game, he muſt begin with 
leading a ſmall Trump, for if he plays Spa- 
dille, he has no Chance at all. 
| —_ At 


« "ow 2 q 
—— — 
1 
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At his ſecond Lead he ought to play Spa- 
_ having the faireſt Probability of win- 
ng the Game by that Method of Play. 
"_ all the Games of Falſe Matadores, we 


have ſu ippoſed the Player is not over- ruff'd 


before it comes again into his Hand. 
N. B. If you ſhould have a Sans prendre 


Game, and it " ſhou'd be 5 to 4 for winning 


it, you are to conſider that the Calling a 


King makes it a ſure Game won, beſides the 


Chance of winning a Vole; and therefore, 


upon a ſtrict Calculation, it is found to be 


more adviſeable to call a King in ſuch a 


' Caſe. 


N. B. A good Player may play a weaker 
Game, either elder or younger Hand, than 
middle Hand. 


5 


n. 
L AWS ar, AQUA DRILL E. 
I. 1 HOEVER names any Suit for 
W Trumps, he muſt abide by it, 
tho? it 
II. If a Card happens to be faced in Deal- 


ing you muſt deal again, except it is the laſt 


Card. 


III. If you » ploy with eleven Cards you 


are beaſted. 
| lv. If 


ould happen to be his worſt Suit. 


* 
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IV. If you play Sans prendre, or have 
Matadores, you are to demand them before 
the next Dealer has finiſhed his Deal, other- 
wile you loſe the Benefit of them. 

V. If any Body names his Trump with- 
out aſking leave, he is obliged to play Sans 
prendre, unleſs he is the younger Hand, and 
all the reſt have paſs'd. 

VI. If any Body plays out of his turn, 
that Card played, may be called at any time 
in that Deal, gas he does not revoke; 
or the Adverſaries may demand the. Partner 
of him, who played — of his turn, or his 
own Partner, to play any Suit he thinks fit. 

VII. After the Game is won, if the Per- 
ſon who won the ſixth Trick plays a ſeventh 
Card, he is obliged to play for the Yole. 

VIII. If you have four Kings dealt you, 
you are at Liberty, either to call a Queento 
one of your Kings, or to call one of your 
Kings; but you are not to call the Queen 
of Trumps 

IX. F. any Body ſeparates a Card from 
the reſt, he ought to play it, if the adverſe 
Party has ſeen it, unleſs he plays Sans 


endre. 


X. If the King called, or his Partner : 


plays out of his turn, no Vole is to be 
play 'd for. | 
XI. No Perſor-is to be beaſted for a Re- 
nounce, unleſs the Trick is turn'd/and quit- 
ted; and if any Perſon renounces, and it is 
; | diſcover d, 
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diſcover'd, if the Player ſhould hap an _ 
be beaſted by ſuch Renounce, all the | 
are to take up their Cards and play them 
over again, 

XII. If Spadille is forced to play, he is 
not obliged to make his three Tricks. 

XIII. Whoever undertakes playing the 
Vole, has the Preference of playing, before 
him who offers to play Sans prendre. 

XIV. If all Parties agree to it, before 
you begin to play, let the Perſon have the 
Preference of playing who plays for the moſt 
Tricks; which will prevent {ſmall Games 
from being play'*d. 

XV. The Player is entitled to know who 
is his King called, before he declares for 
the Vole, 

XVI. When ſix Tricks are won, he who 
won the ſixth Trick ought to ſay, I play 
the Pole; or, I do not play the Vole; or, I 

aſk——and nothing elle. - | 

XVII. He who wins the Vale, is to take 
double the Stake play'd for, out of the 
—_. 

XVIII. He who aſks leave if elder 
Hand) may play Sans prendre, in Preference 
to any oſ the other Players. i 

XIX. If you have one King only, you 
may call your ſelf, but muſt win fix Tricks, 

XX. If you play the King ſurrendred, 
he muſt win fix T ricks who demands the 
* of any Body. 


XXI. He 
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XXI. He who has paſſed once, (unleſs 
he has Spadille) has no right to play after- 

wards; 210, he who has aſked the Queſtion 
Mi obliged to play, unleſs ſome Body elſe 
plays Sans prendre. 

XXII. If the Player, or his Friend, ſhew 
their Cards before they have won fix Tricks, | 
the Adverſaries may call their Cards as thep 
pleaſe, ſpecifying each Card. 1 

XXIII. Whoever has aſked leave cannot 
play Sans prendre, unleſs he is forced. 

XXIV. You are at Liberty to look at 
the Tricks when you are to lead, but not 
otherwiſe. 

XXV. Whoever undertakes playing for 
the Yole, and does not ſucceed, has a right 
to the Stakes Sans prenare, and Matadores 
if he has them, having won his Game. 

XXVI. Forced Spadille cannot play for 
the Vole.. 

XXVII. If any Perſon — his 
Game, he is not entitled to play the Yole. 

- XX VIII. If there happen to be two Cards 
of the ſame ſort, and 15 und out before the 
Deal is ended, the Deal is void; but not 
otherwiſe. 

XXIX. No Body is to declare how many 
Trumps are played out. 

XXX. He who plays, and does not make 
three Tricks, is to be beaſted alone, unleſs 
he plays forced Spadi lle. 
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TREATISE 


CHAP. I. 


Ecai it is neceſſary for a 8 
er to know, how many Points 
he ought' to throw upon the twa 
Dice, one throw with another ; we 
ſhall take the following Method to de- 
monſtrate it. 
Example. I wou'd know how many 
Chances there are upon two Dice ? 
The Anſwer is thirty-fix. 
I I wou'd alſo know how'many Points 
there are upon the thirty-ſix Chances? 
Ae WY The 


121 
The Anſwer to which take as follows, 


Piz. e 

2 Aces Rr 4 

2 Deuces — 8 

2 Trois — 137. — 
2 Fus — 16 _ 
2 Fives — 1200 — 
2 Sixeees — 24 

6 and 5 twiſee— 22 

6 and 4 twice __—— 20 

6 and 3. twice — 18 8 \ 


6 and 2 twiſe— 16 

6 and 1 twice 14 | 
5 and 4 twice — * 
5 and 3 twice — 16 
& and 2 twice — 

5 and 1 twice — 

4 and 3 twice —— 
4 and 2 twicſe 
4 and 1 twice —— | 
3 and 2 IWiceg mom—— 
3 and 1 twice — — 
2 and 1 twice 2 7 11 

Divided by 36 | 294 | 8 
288 
6 

294 divided by 36, ſolves the Queſtion; 

by! which it appears, that one 2h 


JC : ? 
22 8 N 
; FF > 


— % 


with mann nee expect to throw 
1a — know: how: many emen 
there ate upon two Dice? 
The Anſwer is * 36, mas are as fol- 
lows: 
" ee 
2 Sen * o | 
2 Fives — 
2 Fours —— — 
2 Trois — — 
2 Deuces — —— 


6 and, 5 twigge 


6 and 4 twice 
6 and 3 twice 


ITY 


6 and'2 twice 
6 and. 1 twice. 


5 and twice — — 
5 a 3 twice. — — 
5 and 2 twrice — — 


*5 and-A twice 


4 and 3 ee — 


- and 2 twice 
* and 1 twice 


3 and 2 twice 


ke. and 1 twice 


_— 


| 
| 


*2 and 1 twice 
$225 elne 4 41 
4 417 « CIR TY 
oo F | 


— 


1 


A 


ww vrLpÞrbY DDr 


—— 


T 4 1 

\ Becauſe a Learner may be at a Loſs” 
to find out by this Table of 36 Chances, 
what are the Odds of being hit, upon 
a certain, or flat Die, let bim take the 
following Method. 

Example. To know the Odds of 
being hit upon an Ace ? 

Look in the Table, e you * 
find thus * marked, - — 


n . ” 92 — . 
Ee 


Ty "RE. — — 1 
*6 and 1 twice — 2 
* and 1 twiſe— 2 
4 and 1 twice — 4 
3 and 1 twicſe— 2 
2 
— 


2 0 —— 2 
eg Towl 11 . 
Which deducted from 355 3 


+ The Remainder 3 i E 5 


By this Method it it aPpeits that 1 5 is 
25 to 11 againſt hitting an 8 ow 
a. certain or flat Die. N 3 


— 
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To 


[8] 

To explain further to a Learner how 
to make ufe of the Table of 36 Chances, 
when at a Loſs to find the Odds of be- 
ing hit upon any certain (or flat) Die, 
this ſecond Example is here added, to 
ſhew how to find by that Table the 
ns of e * * a 6. 


0 


8 

9 

2 
ad] 


* 


6 and 5 twice —— 
* and 4 twice 
6 and 3 twice —— 
6 and 2 twice — — 
6 and 1 twice — — 
5 and 1 twice — — 
4 and 2 twice — — 


* 11% * 1 


Which deducted fol 


+. EF v W oo 


F * 
+ 
- . 
Of „ — 
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The ane! is > 


o 
FF-LBSE 
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By the foregoing Example it is evi- 
dent, that it is 19 to 17 againſt being 
hit upon a 6. 


—— 


The Odds iq 2 1100 is TY 5 to 2, 
and of 2 tot ” Hh is'2 75 
nder ai « 1 Love is 3 2. 
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CHAP. II. 
1. 


FF y you play 3 up at Back: — 

your principal View, in the firſt 
place, is, either to ſecure your own, or 
your Adverſary's Cing. Point; when 
that is effected, you may play a puſhing 
Same, and endeavour to gammon your 
Adverſary, 


"% 


The next beſt Point (after you hays 
gain'd your Cing. Point) is to make 
your Barr Point, thereby preventing 
your Adverſary's running with 2 Sixes. 


= * 3 
3 69 
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After you have proceeded thus far, 
you are, in the next place, to prefer 
the making your Quatre Point in your 
own 


˖ 11 1 
own Tables, rather __ * Ane 
Point out of hem. A l 18 
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Having gained theſe Points, you have 
a fair Chance to gammon your Adver- 
ſary, if he is very forward: For ſup- 
poſe his Tables are broke at home, it 
will be then your Intereſt to open your 
Barr Point, and to oblige him to come 
out of your Tables with a 6 ; and hav- 
ing your Men ſpread, you not only may 


catch that Man which your Adverſary 
brings out of your Tables, but you will 


alſo have a Probability of taking up tlie 
Man left in your Tables, (upon ſuppo- 
ſition that he had two Men there.) And 
ſuppoſe he ſhould have a Blot-at home, 
it will then be your Intereſt not to make 


up your Tables ; becauſe, if he ſhould: 
enter upon a Blot which you are to 
make for the purpoſe, you will have a 
Oy of getting a third Man; 

which, 


3 — 
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Which, if accompliſhed, will give you, 
at leaſt, 4 to 1 of the Gammon; where- 
as, if you have only two of his Men up, 
the Odds is in his favour that yu do 
OO EUR Tug. 3 
© ig 

If you EY for a Hit Wy 1 or 2 
Men taken up of your Adverfary's, 
makes it ſurer than a greater Number, 
provided that your Tables are made up. 


* 
Didxcrioxs how to carry your 
| Men home. 75 


5 


When you carry your Men W 
order to loſe no Point, you are to carry 
the moſt diſtant Man to your Adverſa- 
ry's Barr Point, that being the firſt Stage 
you are to place it on; the next Stage is 
6 Points 9 viz. in the Place where! 


0 Four 


11 
your Adverſary's 5 Men are firſt placed | 
out -of his Tables ; the next Stage 18 
upon the fix Point in your Tables. 
This Method is to be purſued till all 
your Men are brought home, except 2, 
when by loſing a Point, you may often 
fave your Gammon, by putting it in the 
Power of 2 Fives, or 2 Ki ours to . 
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If you play to win a Hit only, you are 
to endeavour to gain either your own or 
your Adverſary's Cingue Point; and if 
that fails, by your being hit by your 
| Adverſary, and you find that he is for- 
warder than you, in that Caſe, you muſt 
throw more Men into his Tables. The. 
manner of doing it is thus : Put a Man 
upon your Cingue or Barr Point, and if 
your Adverſary neglects to hit it, you 
may then gain a forward Game inſtead 
of a back Game ; but if he hits you, 
yon muſt play for a back Game, — 

then 


Ln 
then the greater Number of Men which 
are taken up, makes your Game the 


better, becauſe you will by that means, 


preſerve your Game at home: and you 


muſt then: always endeavour to gain 
| both your Adverfary's Ace and Trois 
Points, or his Ace and Deuce Points, 


and take Care to keep 3 Men upon 
his Ace Point, that if you chance to 
hit him from thence, that Point may 


remain ſill ſecure to you. 


At the Beginning of a Set do not play 
for a back Game; becauſe, by ſo doing, 
you would play to a great Diſadyantage, | 


running the Riſk of a Gammon to win 


a 15 gle Hit. 


HAP. 


Dix ECTIOxS for playing at 


[EEE 
Cnnry I 


ſetting out the 36 Chances of 
Dice, when you | are to play 
for a Same or * a , "gle 
„„. 


. 
N O Aces, to be play d on your 


Cinq. Point, and Barr Point, for 
a Gammon, or for a Hit. 


Mc 


Two Sixes, to be play'd on your Ad- 
verſary's Barr Point, and on your own 
Barr Point, for a Gammon, or tor a Hit. 


III. 


* Two Trois; two to be play'd on 
your Cinq. Point, and the other two on 
9 your 


„ 


* 
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your Trois Point in your own Tables, 
for a Gammon only. 


F IV. 


1 Two Deuce: to * play'd on. your 
Quatre Point in your own Tables, and 
two to be brought over from the five 
Men placed in your Adverſary' Tables, 
for a Gammon _ 


v. 


&õtõ 7 | 3 


f + * ** to be 1224 over 
from the five Men placed i in your Ad- 
verſary's Tables, and to be put upon the 


a” 
* 


Cinq. Point in your own Tables, for a 


Gammon only. 
VI. 


Two Fives, to be brought over from 
the five Men placed in your Adverſary's 
Tables, and to be put on the Trois Point 
in your own Tables, for a Gammon, or 
ior a Hit, | 


* 
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VII 


* Size Ace, you are to take your — 
point, for a W ie or for a * 2k 


hs VIII. 


— 


Size Deuce, a Man to be brought 
from the five Men placed in your Ad- 
verſary's' Tables, and to be placed on 
the Cinq. Point in your own Tables, 
for a Gammon, or for a Hit. 


IX.. 


Six and Three, a Man to be brought 
from your Adverſary's Ace Point, as far 
as he wilt go, for a Gammon, or for a 
a Hit, s | 


« X. * 


Six and Four, a Mam to be brought 
from your Adverſary's Ace Point, as 
far as he will go, for a. Gammon, or 
| ior a Hit, 25 
B 2 XI. 


XI. 


Dix and Five, a Man to be carried 
from your Adverſary's Ace Point, as far 
as he can go, for a Gammon, or for a 


1 


Cinq. and Quatre, a Man to be car- 
ry'd from your Adverfary's Ace Point, 


as far as he can go, for a Gammon, or 
for a Hit, 


| XIII. 
| Cing. Trois, to make the Trois point 


in your own Tables, for a Gammon, or 
for a Hit. 


XIV. 


Cinq. Deuce, to play two Men from 
the 5 placed in your Adverſary's Tables, 
for a Gammon, or for a Hit, 


XV, 
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* Cinq. Ace, to bring one Man from 
the five placed in your Adverſary's 

Tables for the Cing.. and to- play one 
Man down on your Cinq. Point in your 
own Tables for the Ace, for a Gammon. 
only, | 


XVI. 
| Quatre Trois, two Men to be brought 
from the five plac'd in your Adverſary's 
Tables, for a Gammon, or for a Hit. 


XVII, 


Quatre Deuce, to make che Quatre 
Point in your own Tables, for a Game 
mon, or for a Hit. 


xv; 7 


+ Quatre Ace, to play a Man from 
the 5 placed in your Adverſary's Tables 
for the Quatre, and for the Ace, to play 

a Man 


L201 
a Man down upon the Cinq. Point in 
your own. Tables, for a Gammon. only. 


XIX. 4 


Trois Deact, two men to be U bwtgzl 
gm the five placed in your Adverſary 8 
Tables, for a Gammon only. © 


XX. ” 


Trois Ace, to quaks the Cinq. Point 


in your own Tables, for a Gammon, or 
* a Hi it. 


NI. 

* Deuce Ace, to play one Man from 
the five Men placed in your Adverſa-. 
 ty's Tables for the Deuce; and for the 
Ace; to play a Man down upon the 
Cinq. Point in your own Tables, for a 
Gammon uy 
One; 


2 
— 


your Adverſary 8 Tables, 


11 
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DixzcTION how to play the 
Chances that are markd thus 
0 when Youu are only 70 play 
"n a Hit. N 
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1 * * 
— 
I. 8 a ? 
_ . * : #* * 
1 


WO Trois, two of them are to 

be play'd on your Cinꝗ. Point 

in your own Tables, and with the other 
two you are to take the Quatre Point in 


II. 


F Two Deuces, two of them are ta 
be play d on your Quatre Point in your 
own Tables, and with the other two 
your are to take the Trois Point in your 


Adverſary's Tablet. 


Thos The 


have the Chance 


placed in your Adverſary's Tables. 


0 T 
The two foregoing Caſes are to be 
play'd in this manner, for this Reaſon, 


073, That thereby you avoid being ſhut 


up in your . g. s Tables, and 
9 high : 

Doublets to win the Hit. 
PN Ho” 

* Two Fours, two of them are to 
take your Adverſary's Cinq. Point in his 


Tables; and for the other two, two 


Men are to be brought from the five 
IV. | 


x. * Cinq. Ace, play the Cing. from 
the five Men placed in your Adverſary's 
Tables, and play the Ace from your 


Adveriary s Ace Point. 


V. 


2. Quatre Ace, play the Quatre 
from the five Men placed in your Ad- 
verlary's 


1 
verſary's Tables, and play the Ace from 
the Men on your Adverſary's Ace Point. 

VI. 


7 <a 


$5 ", Ace, play the Deuce 
from the five Men placed in your Ad- 
verſary's Tables, and play the Ace from 
your Adverſary's Ace Point. Ju 


„ i ©. ad three laſt: Chances are 
play'd in this manner, for the following 
Reaſon : By laying an Ace down in 
your Adverſary's Tables, you have a 
Probability of throwing, Deuce Ace, 
Trois Deuce, Quatre Trois, or Size 


Cinq. in two or three Throws ; in any. 


of which Caſes you are to take a Point, 


which gives you vaſtly the better of the 
Hit. 


| You may obſerve by the Directions 
given in this Chapter, that you are to 
play ꝙ Chances out of the 36 in a diffe- 
es rent 


1241 
Tent manner for a ſingle Hit, to what 
vou would do when playing for a Gam- 
mon. ; 


*. 


In this and the foregoing 8 
plain Directions are given, how, at ſet- 
ting out to play all the Chances on the 
Dice, either for a Gammon, or a ſingle 
Hit; but it is impoſſible to give full Iu- 
ſtructions for the whole Progreſs of the 
Game; all that can be done towards 
Helping a Learner, is to communicate 
ſome Ob/ervations, Hints and Cautions, 
which if attended to, may be of uſe 


CHAP, 


[25] 
CHAP. V. 


Some OkskRVATIOxSs, HMrs, and 
CauT1ons, which are to be at- 
tended Z0, 


I, 
B Y the Directions given to play for 


a Gammon, you are voluntarily 
to make ſome. Blots, the Odds being in 
your Favour, that they are not hit; 
but ſhould it ſo happen, that any Blot 
is hit, as in this Caſe you will have three 
Men in your Adverſary's Tables, you 
muſt then endeavour to ſecure your 
Adverſary's Cinque, Quatre, or Trois 
Point, to prevent a Gammon, and muſt 
be very cautious how you ſuffer your 


Adverſary to take up a fourth Man. 
II. 


Take care not to croud your Game 
at any time, if poſſible. What is meant 
| C * by 


8 
by crowding a Game, is the putting ma- 
ny Men either upon your Trois or Deuce 
Point in your own Tables; which is, in 
effect, loſing of thoſe Men, not having 
them in Play. Beſides, by crowding 
your Game, to attempt to ſave a Gam. 
mon, you are often gammoned ; be- 
cauſe when your Adverſary finds your 
Game open, by being crowded in your 
own Tables, he may then play his Game 
as he thinks fit. 


IT. 


By Recourſe had to the Calculations, 
you may know what are the Odds of 
your entering a fingle Man upon any 
certain Number of Points, and by that 


means you may play your Game ac- 
cCordingly. | 


IV. 
If you are obliged to leave a Blot, by 
Recourſe had to the Calculations for 
hitting 


[27] 
hitting it, you will find the Chances for 
and againſt you ; and conſequently you 
will be enabled to judge how to play 
your Game to the greateſt Advantage. 


V. 


Vou will alſo find, by the Calcula- 
tions, the Odds for and againſt you upon 
being hit by double Dice, and conſe- 
quently you will have it in your Power 
to chuſe ſuch a Method of Play as is moſt 
to your Advantage. | 


, „ $4 
- 3 ty . 
\ 1. 


Ik᷑ f it is neceſſary to make a Run in or- 
der to win a Hit, and you would know 

to a Point which is forwardeſt, your 
Adverſary or you, take the following 
Method. | 


Begin with reckoning how. many 

Points you muſt have to bring home to 
your Size Point, in your own Tables, the 
| C4 Man 


[28]. 
Man that is at the et Diſtance 
from it, and do the like by every other 
Man that is abroad; when the Numbers 
of thoſe Abſentees are ſummed up, add 
to them the following Numbers fc. 
thoſe already in your own Tables (ſup- 
poſing the Men that were abroad as on 
your Size Point for bearing) namely, 
ſix for every Man on the Size Point, five 
for every Man on the Cinque Point, 
four for every Man on the Quatre Point, 
three for every Man on the Trois Point, 
two for every Man on the Deuce Point, 
and one for every Man on your Ace 
Point. Do the like to your Adverſary's 
Game, and then you will know which 
of you is forwardeſt, and likelieſt to 
win the Hit. 


i . —_ 
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CHAP. VI. 


Obſervations and Directions for 

2 Learner that has made ſome 
Progreſs at Back-Gammon ; 
Particular Direction for bears | 

mg their Men. | 


L 


F your Adverſary is greatly before 

you, never play a Man from your 
Quatre, Trois, or Deuce Points, in order 
to bear that Man from the Point where 
you put it, becauſe that nothing but 
high Doublets can give you any Chance 
for the Hit; therefore inſtead of play- 
ing an Ace or a Deuce from any of the 
aforeſüd Points, always play — from 
your Size or higheſt Point, by which 
means you will find, that throwing two 


Fives, or two Fours, will, upon having 
C 4 eaſed! 


301 

_ eaſed your Size and Cinque Points, be 
of great Advantage to you ; whereas, 
had your Size Point remained loaded, 
you muſt; perhape, be obliged to play 
at ge thoſe Fives, and thoſe Fours, 


Whenever you have taken up two of 
your Adverſary's Men, and that you 
happen to have two, three, or more 
Points made in your own Tables, never 
fail ſpreading your Men, in order either 
to take a new Point in your Tables, or 
to be ready to hit the Man your Adver- | 
 fary may happen to enter. As foon” 
as he enters one of his Men, you are to 
compare his Game with your's ; and if 
you find your Game equal to his, or 
better, never fail taking his Man up, if 
you can, becauſe it is 25 to 11 againſt 
his hitting you ; which Chance, being 
ſo much in your Favour, you ought al- 
ways to run that Riſk, when you have 

Wane two of his Men up. 
There 


* 
* 


4 
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There is this Exception to this Rule, | 
that if you play for a fingle Hit only, 
and that your playing that Throw other- ll 


wile, gives you a better Chance for the 
Hit, you ought not to take up that 
| Man, 


III. 


Never be deterred from taking up any - 


is five to one n him. 


IV. 


If you ſhould happen to have five 
Points in your Tables, and to have taken 
up one of your Adverſary's Men, and 
are obliged to leave a Blot out of your 
Tables, take care, if it is in your Power, 
rather to leave it upon Doublets, than 
any 


321 
any other Chance, becauſe Doublets 
are 35 to 1 againſt his hitting you, and 
any other Chance is but 17 to one againſt 


him. 


V. 


Twoof your Adverſary's Men in your 


Tables are better for a Hit, than any 


greater Number, provided your Game 
is forwardeſt, becauſe his having three 
or more Men in your Tables, gives him 
more Chances to hit you, than if he had 
only two Men i in them, 


& 


V I. C 


If you are to leave a Blot, upon your 
entering of a Man in your Adverfary' g 
Tables, or otherwiſe, and” have it in 
your Choice to leave it upon \ what Point 
you pleaſe, always chooſe that which. is 
the moſt diſadvantageous to him. To 
illuſtrate this by an Example, let us 


ſuppoſe it is his Intereſt to hit you or 
take 


[33] 


take you up as ſoon as you enter, in, 


that Caſe you are to leave the Blot up- 
on his loweſt Point; that is to ſay, upon 
his Deuce Point, rather than upon his 
Trois Point, or upon his Trois Point 
preferably to his quatre Point, or upon 
his quatre Point preferable | tohis Cinque 
Point, becauſe, (as has been mentioned 
before) all the Men your Adverfary plays 
upon his Trois, or his Deuce Points, are 
_ deemed as loſt, being in a great Meaſure 
out of Play, thoſe Men not having i it in 
their Power to make his Cinque Point, 
and conſequently his Game will be crowd- 
ed there, and open elſewhere, whereby 
you will be able alſo much to annoyhim. 


VII. 
To prevent your Adverſary from bear- 


ing his Men to the greateſt Advantage 


when you are running to ſave your 
Gammon ; as, for inſtance, ſuppoſe you 
ſhould have two Men upon his Ace 
Point, and ſeveral other Men abroad, 

tho' 


* 
on 
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1 [ 34 ] | 
tho' you ſhould lofe one Point or two 
in putting your Men into your Tables, 
yet it is your Intereſt to leave a Man 
upon your Adverſary's Ace Point, which 
will have this Conſequence, that it will 
prevent his bearing his Men to his greateſt 
Advantage, and will alſo give you the 
Chance of his making a Blot, which you 
may chance to hit. But if, upon a Cal- 
culation, you find that you havea Throw, 
ora probability of faving your Gammon, 
never wait for a Blot, becauſe the Odds 
are greatly againſt hitting it. 


TH oaths i CHAP. 


135 ] 
CHAP VII. 


Caſes, put by way of Ee 
zo ſhew how to calculate the 
Odds of ſaving or winning a 


Gammon, 
4 


Uppoſe your Tables are made up, 
and that you have taken up one of 
your Adverſary's Men; and ſuppoſe 
your Adverſary has ſo many Men abroad 
as require three Throws to put them | in 
his Tables. 


Query, Whether you have the better 


of a Gammon, or not ? 


Anſiver, It is about an equal Wager 
that you gammon him, 


* Becauſe, in all F you will 
have bore two- Men before you open 
your 


1 36 
your Tables, and when you bear the 
third Man, you will be obliged to open 
your Size or Cinque Point, in that Caſe 
it is probable, that your Adverſary muſt 
take two Throws before he enters his 
Man in your Tables, and two Throws 
more before he puts that Man into his 
own Tables, and three Throws more to 
put into his own Tables the Men which 
he has abroad, which in all make ſeven 
_ Throws: And as you have twelve Men 
to bear, which probably will take ſeven 
Throws in bearing, becauſe you may 
twice be obliged to make an Ace, or a 


Deuce, before you can bear all your Men. 


Ni. B. No mention is made of Doub- 
lets of either ſide, that Event being 
equal to each Par ty. 


The foregoing Caſe being duly at- 
tended to, ſhews it is in your Power to 
calculate very nearly the Odds of ſaving or 
winninga Gammon upon moſt Occaſions. 


Suppoſe e 


191 
II. 


Suppoſe I have three Men upon my 


Adverlary's Ace Point, and five Points 


in my Tables, and that my Adverſary 
has all his Men in his Tables, three up- 
on each of his five higheſt Points, 


Very, Whether the Probability is for 


his gammoning me, or not. 


Anſwer, | Points, 


For his bearing 3 Men from his 6 Point, is 18 
| | from his 5 Point, - 15 
from his 4 Point, - 12 

from his 3 Point, - 9g 

from his 2 Point, 6 


— 
To bring my 3 Men from my 
Adverſary's Ace Point, to my 
Size Point in my Tables, be- 
ing for each 18 Points, make 
The Remainder is 6 
And 


5 * * 
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And as beſides the fix Points in your 
Favour, there is a further Conſideration 
to be added for you, which is, that your 
Adverſary may make one or two Blots 
in bearing, as is frequently the Caſe : 
You ſee by this Calculation, that you 
have greatly the better of the Probability 
of. faving your Gammon. 


N. B. This Caſe is ſuppoſed upon an 
Equality of throwing. 


III. 


Suppoſe I leave two Blots, either of 
which cannot be hit, but by double 
Dice, to hit the one, the Caſt muſt be 
eight, and to hit the other, it muſt be 
nine, by which means my Adverſary has 
only one Dye to hit either of them. 


Query, What are the Odds of his 
hitting either of thoſe Blots ? 


Anſwer. 


[ 39 ] 
Anſwer. 


The Chances on two Dice are in all, 36 

6 and 2 twice 
The Chances Y 5 and 3 twice, 
to hit 8 are, 72 Deuces, — 

2 Fours, — — 


* — — 0 N i 


The gel, 2 
5 and 4 twice, 2 
1 


to hit 9 are) 2 Tei - 567 4; 
Total Chances for hitting, 1 J 
Remain Chances for hitting, - 25 


So that it is 2 5 to 11 that he will not 


. 


hit either of thoſe Blots. 
I. 


To give another Example, let us ſup- "26% 
poſe that I leave two other Blots than + 
the former, which cannot be hit bur b& © 


"þ 9 


| [ 49 ] 
double Dice, the one muſt be hit by 
eight, and the other by ſeven, 


Query, What are the Odds of my 
Adverſary's hitting either of theſe Blots? 


— — 4 OG CT nn 
. 
*. 


Anſwer. 


7 he Chances on two Dice are in all, 36 


- 6 and 2 twice, — 
The Chances 5 and 3 twice, — 
to hit 8 are, two Fours, — — 
two Deuces, — 


The py r 


W 0D. 


5 and 2 twice, — 2 
a} a. 4 and 3 twice, — 2 
Total Chances for hitting, — 12 
Remain Chances for not hitting. 24. 


Therefore it is two to one, that I am 
not-hit, 


The 


— 


[4] 
The like Method is to be taken 


with three, four, or five Blots upon 
double Dice; or with Blots made upon 
double and ſingle Dice at the ſame time; 
you are then only to find out (by the 
Table of 36 Chances) how many there 
are to hit any of thoſe Blots, and add 
all together in one Sum, which ſubſtract 
from the Number 36, which is the 
whole of the Chances upon two Dice: 
So doing reſolves any Queſtion required. 


V. 
The following Caſes are to ſhew a 


way of calculating, which may be call d 


a mechanical way of ſolving of Queſ-- 
tions of the like Nature. 


I would "WI what are the Odds of £ 
throwing 7 twice, before 10 once? 


E. 
. 


[ 42 ] 
Anſwer. 


11 is 5 to 4 that 10 is thrown once 
before 7 is thrown twice, which is de- 
monſtrated, as follows : 


Suppoſe the Stake depending is nine 
Pounds, my firſt Throw entitles me to 
have one third Part of that Money, be- 
cauſe 7 has ſix Chances for it, and 10 
has but three Chances, and therefore it 

is two to one. 


| 3 

For the firſt * — 30600 0 
Having taken 3 J. out of the 9 /, 
for the firſt Throw, the Re- 
mainder is 61. out of which a 
third Part is to be taken for 

the ſecond Throw, — — 2 0 0 


„ & N 


— 


The Total 8, 5 O 0 
Remains, 4 0 © 


* 


— 


The whole Stake is, 9 © 0 


— 


vl. 
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TS. -.: 
I would know what are the Odds of 


entering a Man upon any certain Point 
in two Throws ? 


Lnſwer. 


Suppoſe 36 Shillings is the whole 
Stake depending, I would know what 
is my Share of that Stake, having lay'd 
18 Shillings that I enter in two Throws ? 
By the Calculations in the Tables of 36 
Chances, it is found that I have x1 
Chances out of the 36 for entering the 
firſt Throw, for which therefore Jam 
entitled to 11 out of the 36 Shillings, 


1. 
The Stake i., 36 O 
For the firſt Throw, - 110 


Remains, » 25 © 
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8: | 
The Remainder, being 2 5 Shil- 
lings, 1s to be divided into 36 
equal Parts,of which I am en- 
_ titled to eleven of thoſe Parts, 
which make 7s 7d. for the . 
ſecond Throw, — — 7 73 


Adding this to the other 11 Shil- 
lings, makes my Share of the 
Stake to be, — — 18 75 

Then my Adverſary s Share will 

be N gona Rs 2 


Tou of the Stake, - 36 © 


> 


Therefore it is very nearly 15 to 14 
in favour of entering a Man upon any 
certain Point in two Throws. 


CHAP, 
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CHAP, VII. 
Critical Caſes for a Back- Game. 
"he 
ET us 1 A. plays the m 


game, and that all his Men are 
placed in the uſual manner. 


For B's Game, let us ſuppoſe, that 
14 of his Men are placed upon his Ad- 
verſaty's Ace Point, and one Man upon 
his Adverſary's Deuce Point, and that 
B. is to throw. 


2yery, Which Game is likelieſt to 
win the Hit ? 


Anſwer, 4's is the beſt by Gold to 
Silver, or 21 for, to 20 againſt ; be- 
cauſe, if B. miſſes an Ace to take his 
Adverſary's Deuce Point, which is 25 

to 


6 — 
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to 11 againſt him, A. is, in that Caſe, 
to take up B's Men in his Tables, ei- 
ther ſingly, or to make Points; and if 
B. ſecures either As Deuce or Trois 
Point, in that Caſe, A. is to lay as ma- 
ny Men down as poſſible, in order to 
be hit, that thereby he may get a Back- 


game. 


When you are pretty well vers'd in 
the Game of Back-Gammon, by prac- 
tiſing this Back-Game, you will become 
a greater Proficient in the Game than 
by any other Method, becauſe it clearly 
demonſtrates the whole Power of the 

Back-game, WOES 


bid Back- Game. 


Let us ſuppoſe A. to have five Men 

placed upon his Size Point, five Men 
upon his Quatre Point, and five Men 
upon his Deuce Point, all in his own 


And 


Jables. 


[4] 
And let us ſuppoſe B. to have three 
Men placed upon A's Ace Point, three 
Men upon A's Trois Point, and thtee 
Men upon A's Cinque Point; let B. al- 
ſo have three Men upon his Size Point 


In his own Tables, and three Men plac d 
out of big Tables, in the uſual manner. 


| Qyery, Who has the better of ts 
Hit? 


Aꝛſaver. It is an equal Game; but 
to play it critically, the Difficulty lie, 
upon B. who is in the firſt place to en- 
deavour to gain his Cinque and Quatre 
Points in his own Tables, and when 
that is effected, he is to play two Men 
from As Cinque Point, in order to 
oblige his Adverſary to blot, by throw- 
ing an Ace, which if B. hits, he will 
have the faireſt Probabil of 


E | = 


— 

1 
9 c We 9 
\ ” 
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1 IT. Back-gome. 


e A. has three Men upon Bs 
Ace Point, and three Men upon Bg 
Deuce Point, alſo three Men upon his 
Size Point in his own Tables, and three 
Men upon his uſual Point out of his 
Tables, and three Men where his five 
Men are uſually Placed 3 in his Adverſa- 
ry's Tables. N 


And let us ſuppoſe B. has his Men 
placed in the ſame manner, both in hi 


own and his Adverfary's Tables, with 
cis Difference only, viz. inſtead of 


having three Men put upon A's Deuce 


Point, let him have three Men upon 
As Trois Point. 


Query, Who has the beſt of the Hit ? 


Anſwer, A. becauſe the Ace and 
Trois Point are not ſo good for a Hit, 
as the Ace and Deuce Points in your 


WO 8 


1 491 
Adverſary's Tables for this Reaſon, be- 
cauſe when you are bearing your Men, 
you have the Deuce Point in your on 
Tables to play your Men upon, which 
often prevents your making a Blot, which 
muſt happen otherwiſe to your Adver- 
ſary; and take care to lay down Men to 
be hit as often as you can, in order to 
keep your Game backward, and for the 
fame Reaſon ayoid hitting any Blots 
which your Adverſary makes, 


1 r 
A 4 0 of Curighty and Inftruce 


Tion. 


Let us ſuppoſe A. has lie 1 5 Mer up⸗ 
on B's Ace Point, B. is to fuppoſed have 
his Barr Point, alſo his Size, Cinque, 


Quatre, and Trois Points in his own 
Tables, 


Query, 


1 50 J 


Query, How many Throws is A. like- 
1y to take to bring his 15 Men into his 
own Tables, and to bear them ? 


© Anfier, You may Andere to do ĩt 
in ſeven ty- we Throws, 


It is Odds in 4's Fayour that he 
throws an Ace in two Throws ; it is al- 
ſo Odds in As Favour that he throws a 
Six in two Throws ; when theſe Events 
happen, A. has a Probability of not 
wanting above two or three Throws to 
play, till he has got all his fifteen Men 
into his own Tables: Therefore, by a 
former Rule laid down to bring your 
Men home, and alſo for bearing your 
Men, you may be able to find out the 
Probability of the Number of Throws 
required, Note, B, ſands ſtill, and 
does not play. 


V. A 


fot} 
v. 


A Caſe of Curioſity and 23 


Where A. and B. ſhall play as faſt as 
uſual, and yet A. ſhall make the Hit 
laſt, probably, for many Hours. 


We will ſuppoſe B. to have bore-13 


Men, and that A. has taken up the two 
remaining Men-. [ 


— 


And let us fappeds that A. has his" 1 5 
Men in B's Tables, viz. three Men 
upon his Size Point, three upon his 
Cinque Point, three upon his Quatre 
Point, three upon his Trois Point, two 
upon his Deuce Point, and one upon his 
Ace Point. 


The Method which A. is to take, is 
this: Let him bring his 15 Men home, 
by always ſecuring fix cloſe Points, till 
a has enter'd his two Men, and brought 


E 3 them 


TIM 

them upon any certain Point; as ſoon as 
B. has gain'd that Point, A. muſt open 
an Ace, Deuce, or Trois, or all three ;. 
which effected, B. hits one of them, and 
A. taking care to have two or three 
Men in B's Tables, is ready to hit that 
Man; and alſo, he being aſſured of tak-- 
ing up the other Man, has it in his 
Power to prolong the Hit to almoſt any 
Length, provided he takes Care not to 
open ſuch Points, as two Fours, two 
Fives, or two Sixes, but always to open 
the Ace, Deuce, or Trois Points for B. 
to hit him. 


vI. 
. 
L 


* would know what. are the Odds: 
vpon two Dice, for throwing two Sixes, 
two Fives, or two Fours, in three 


Throws F which, by mechanical Calcu- 
lation, may be found thus: | 


| - Anſwer, Suppoſing 36 Shilling to be 
. Stake es the Thrower 


will. 


tay 

will by. entitled to Haves for his fir 
which deducted out of 36. re- 
mains 33; which divided again 
into 36 Parts, make ſo many 
eleven Pence, out of which the 
Thrower is to have 3 for his ſe- 4. d. 
San Thro wr. „ „ 38 


The Remainder, 30 Shillings 

and 3 Pence, is again to be divided, 
into 36 Parts. „ dividing” the 30 «% 

ſo, make ſo many Ten- pence, and 

the : 3 Pence divided into ſo many 

Parts, make ſo many Thirds of 
Farthings, of which the Thrower 
is to have 3 Parts for his Share 
for his third Throm, 2 6% 
— 


# | Total for the Thrower, „ 8 3p 


80 that it is 27 6. $44. ry 6. EY 
againſt the Thrower ;. which reduced 


into the ſmalleſt Number, is very near- 
E 4 = 


a 


B -Y 


n 
Ipy as ro to 3, that 2 Sixes, 2 Fives, or 

2 Fours; are not thrown in 3 Throws. 
VII. 


BACR- GAME. 


- Suppoſe A. to have 2 Men upon his. 
Size Point in His own Tables, 3 Men up- 
on his uſual Point out of his Tables, 2 
Men upon the Point where his 5 Men 
are uſually placed in his Adverlary's 
Tables, 5 Men upon His Adverſary's 
Ace Point, and 3 Men upon his Adverſg- 
ry's Quatre Point. 


And let us ſuppoſe B. to have 2 Men 
upon his Size Point in his own Tables, 
3 Men upon his uſual Point out of his 
Tables, 2 Men upon the Point where 
Bis 5 Men are uſually placed in his Ad- 
verſary's Tables, 5 Men upon his Ad- 


verſary s Ace Point, and 3 Men 1 70 his 
mann 8 Trois ene e Auiggs⸗ 
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Oyery, Who has the faireſt, Chance: 
to win the Fit: 


* Anſwer, A; has, becauſe he is to play 
either an Ace, or a Deuce from his Ad- 
verſary's Ace Point, in order to make 
both thoſe Points as Occaſion offers, and 
Having the Quatre Point in his Adver- 
ſary's Tables, he may more eafily bring 
thoſe Men away, if he finds it neceſ- 
fary, and he will alſo have a reſting 
Place by the Conveniency of that Point, 
which at all times in the Game will give 
Him an Opportunity of running for the 
Hit, or ſtaying, if he thinks proper. 
Whereas B. cannot ſo "Teadily come 
from the Trois Point! in his Adverſary's- 
Tables. | 2 


| LA 
#1 
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ET us ſuppoſe A, and B. place 
their Men in the folorring man- 
ner for a Hit. 


Suppoſe A. to have 3 Men upon his 
Size Point in his own Fables, 3 Men 
upon the uſual Point out of his Tables, 
and 9 Men upon his Adverſary's Ace, 
Deuce, and Trois Points, 3 Men to be 
placed upon each Point; and ſuppoſe: 
B's Men to be placed in his own, and in 


his Adverſary's Tables, in the ſame or- 
der and manner. 


The Reſult is that he" beſt Player 
ought to win the Hit; ; and the Dice are 
to be thrown for, the Situation being 
perfectly equal in As and B's Game. 


If A. throws firſt, let him endeavour 
| t gain his Adverſary's Cinque Point; 


n 
when that is effected, let him lay as 
many Blots as poſſible, to tempt B-; to 
hit him; for every time that B. hits 
them will be in 4's Favour, becauſe it 
puts him backward, and let A. take up 
none of B's Men for the fame Reaſon. 


A. is always to endeavour to taxke 
Care to have three Men upon each of 
his Adverſary's Ace and Deuce Points ;. 

becauſe when B. makes a Blot, thoſe 
Points will remain ſecure, and by Re- 
courſe had to a former Caſe (Numb. V. 
in the former Chapter) when A. has 


bore 5, 6, or more Men, yet A. may 


ſecure 6 cloſe Points out of his Tables, 
in order to prevent B. from getting his- 
Man home, and by Recourſe had to the 
Calculations, he may eaſily find out (in 
caſe he makes up his Tables) who has 

the better of the Hit; and if, he finds. 
that B. is forwardeſt, he is then to en- 
deavour to lay ſuch Blots to be taken 


up hit Adverſary, as may give him a 
Chance 


1581 
Chante for taking up another Man, in 


caſe B. ſhould: happen to have a Blot at 
home. 


Thoſe who play che foregoing Game 
well, may be ranked in the firſt Form. 


. 
A Caſe of Curioſity... 


A. and B. play at Back-Gammon, A. 
has bore- 13. Men and has 2 Men to 
bear upon his Deuce Point, B. has 13 
Men in his own Tables with 2 Men 
to enter. B. is to-throw,—And to name 
the Throws both for himſelf. and 4, 
but not to hit a Blot of either Side. 
Query,” what Throws is B. to name 
for both Parties, in order to ſave ** 
Gammon ?. 


Anſiber, B calle for himſelf 2 Aces, 
which enters his 2 Men upon fs Ace 
Point. B. alſo calls 2 Aces for A. and 
2 2 con- 


/ 
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cconſequentiy A. cannot either bear 2 


Man nor play one; then B. calls for 
2 Sixes for himſelf, ** carries one Man 
home upon his Size Point in his own 
Tables, and the other he places upon 
his Adverſary's Barr Point: B. alſo 
calls Size-Ace for A. ſo that A. has one 
Man left to bear, and then B calls for 
himſelf either 2 Sixes, 2 Fives, or 2 
Fours, any of which bear a Man, in 
Caſe he has Men in his own Tables 


upon thoſe Points,and fo faves his Gam- 
mon. f 


Hl. 


The following Queſtion is to be at- 
tended to, as being Critical and Inſtru- 
Ciive. 


- Suppoſe that both yours and your Ad- 
* s Tables are made up. I 


1 60 


Alſo that you have 1 Man to carry 
home, but that he has 2 Men on your 
Barr Point to carry home, which lye in 
wait to catch your Man and that if 
you paſs him you are to win the Hit. 
Suppoſe alſo that you have it in your 
Choice to run the Riſk. of being hit, by 
7, or by 8, both of which are Chances 
* Double Dice, 


i Which of theſe Chances i is it 
beſt for you to venture? | 


Anſwer, that of 7, for the following 
Reaſons : Firſt, becauſe that the Chances 
of being hit by 7, or by 8 are equal. 

Secondly, if he does not hit 7, yon 
will then have in your Favour 23 
Chances to 13, that by your next Throw 


you either hit him or paſs. beyond him. 
Thirdly, in caſe your ſecond Throw 


E ſhould Wa) to be under 7, and that 


con- 
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conſequently you cannot hit him, yet you 
may play that Caſt at home, and con- 
ſequently leave the Blot upon double 
ane 


Whereas if on the contrary, you had 
made Choice of leaving the Blot upon 8, 
you would have made a bad Choice, for 
the Reaſons following : 


Firſt, Becauſe the Chances for being 
hit by 7, or by 8, are only equal, 


Secondly, Becauſe if you ſhould eſcape 
the being hit by 8, yet you would then 
have but 17 Chances in, your favour, a- 
gainſt 19 for either hitting him, or paſ- 
ſing beyond him by your next Throw. 


Thirdly, in caſe your ſecond Throw 
ſhould happen to be Size-Ace, which 


is. ort of him, you would then be oblig d 
to play the Man that is out of your 


Tables, not being able to play the fix at 
home, and conſequently to leave a Blot 


{ 62 
to be hit by a ſingle (or flat) Dye; 
which Event, upon Suppoſition that 
you play for 18 Shillings .a Game, it 
would entifle him to 11 Shillings of the 
whole Stake depending. 


5 N 2 
1 
el, Heh * 1 a 5 a 


[ 63) 


The LAWS of Bacx-Gammox, 
If, F you take a Man from: any 
Point, that Man muſt be play- 


eck, the ſame muſt be done if 2 Men 
are taken from it. 


2d, You are not underſtood to have 


play'd any Man, till. yon have placed 
lum upon a Point and quitted him. 


34, If you play with 14 Men only, 
there is no Penalty attending it, becauſe 
by playing with a lefler Number than 
you are entitled to, you play to a Diſad- 
vantage, by not having the additional 
Man to make up your Tables. 


4th, If you bear any number of Men, 
before you entered a Man taken up, and 
which conſequently you was obliged to 

enter, fach Men, ſo born, muſt be en- 

* tered 


* — a. 6 
8 
-. 
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tered again in your Adverſary's Tables, 
as well as the Man taken 3 


Fth, If you have miſtaken your: 
Throw, and play'd it, and if your Ad- 
verſary has thrown, it is not in your or 
his Choice to alter it, unleſs both Parties- 


agrees to it. 


—g̃— — i | * 12 
- a * N b 


(65) 


TABLE 
CONTENTS: 


LAME, not 10 

ane at the \. e 
of a B — — 14 
be to play for one — ib. 

critical Caſes 1 — 45 


BACK- 


| Ditto 0 r 4.0 
wi” NE: comic == af 
HDD os — — 54 
Dien r 36 

Fearing, che Men, 
how to bear — 29 


how to diftreſs. your Adver- 7 
_ ſary i in bearing. bis Men 1 33 

Blots, 4a know how > leave one 
ML e — 
"IM Page 


+ 
» | 
* 


Blot: 110 „ „ „„ 


66.1 
| ] 1 2 


which are beſt to leave 
Caution about them < : - 
the Odds of hitting thoſe 


that are under 7 — 6. 
the Odds of hitting thoſe 
that are above 7 = 


4 
a Caſe for an Example 38 
another Caſe, ditfo 39: 


bow to calculate — 
Oadt when tao or more 


Blots are upon double © 
Dice — — — 41 


Calculation „for entering Men — 5 


C\ . 


for hitting with Chances 
under — 6 
for bitting with W 
1. bove 7 — ” 
of the Odds of- ſoving or 


winning a Gammon, how 


Fo be made —- — gg 


Mechanical, how made 41. 
1 ditto. — 49 
another Example ditto 52 


Caſes, . for a Bach- Game — "= 


Ditto — — — 46 


—ͤ—— — 


un 
_ or a Back-game-- — — 
7 Curigity and Inftrut?t 
Ditto — — — " "Ws 
Ditto — — 59 
Cautions, and Hints about Blots, 2 5 
about the Number of Men 
to be taken up when play- 
_P fe or a Hit only — 32 
at to avoid about bear- 
ing the Men — — 33. 
Chances, the ſeveral upon tano Dice 3 
Crowding, a Game to be avoided. — 2 5 1} 
Directions, for playing the firſt Throw. | 
for a Gammon, or for a. 4 1 
Hit — — — — I * | | 
for playing the firſt Tbr -r 
when playing for a Jmgle 14 
lit ny é 215 | 
Entering, of Men, | 
or more Points, 888 
and the Odds in each Caſe, WE 
Game crowded, what.if. is 2 - 
Gammon, how to. be attempted. 27 
* 2h bow to calculate the. Odds 
of ſaving it or winning it 3 5: 


another Example ditto 37 


68 Þ 


_ 13 
oy pl 4 ltr Be of th 
Hl, * to — "A " 

"ny on Chance for 
has the 


6- 
Jo ©” 
t under 
the Odds'of doing 1 
e 
Hitting, 


* 
it 

he Odds of doing. 

4 


9 
27 

es ab 

Cbanc 


4 1 
an N Oe of 
1 find 


* 
than Ao — 

Auth an 

. 


nh ewing 
* pe fo hits] 2 

= another, 3 7 % 

. OS Bs is 

; of Back Gammon how 5 

al Bac _ " 
Men, - ty home,” when: 
A, > 


29. 
taken up 


2 
them 
of +. 8 
- © what 1 view 5 4 
12  && 323 i _ 
« Logs my 8 
. Odds, more tering e 4 
en 7 wy 
7 hitting Buer ander a 7 | 


Page” 


— 
3 
- 


4% 


Page. 


— . 


[69 } = 


Odds, of hitting Blr above 7 7 
I. an Example ditto — 38 
* * - another Example ditto — 39: 
* of hitting with an Ace, how © 
found, of bitt with a Six, 
how to find the Odds. of bit-' 
ting when 2 or more Blots: 
are left upon double Dice 4 
bow to find the Odds of ſav- 
ing or winning a Gammon 3 
IVE another Example — — 37 
Points, which it is beſt to tale fins, 
| and which in the next Place 10 
Run, how to find out when it is 
proper to make one, and in 
what manner to mate it 275. 
Spreading Men, alben proper —— 30 
Stages, proper for carrying the Men 
home* — 12 
Throw, . how 17 play the firſt for a 
Gammon, or for a lit 16: 
how to. play the firſt for « a 
Hit ou — 


——— — 


11 
E TNT 


Juſt Publiſh'd by Gzorce and Alzx- 
AN DER EWING, at the Angel and 
Bible, in Dame-Street, Price 64. 


"A Short Treatiſe on the Game of 
Piquet, directing with Moral Cer- 
tainty how to diſcard any Hand to Ad- 
vantage, by ſhewing- the Chances of 
taking in any one, two, three, four, or 
five certain Cards. Computations for 
_ thoſe who Bet their Money at the Game. 
Alſo the Laws of the Game. To which 
are added, ſome Rules and Obſervations: 
for playing well at Cheſs. By Edmund 
Hoyle, Gent. Wk 2187071 


Where may he had bythe ſame Author, 


A ſhort. Treatiſe on the Game of 
Whiſt; (as play d at Court, White's and 
Georges Chocolate-Houſes, at Slaugh- - 

ter's, and the Crown Coffee-Houfes, 


. 


&c. &c. 1 Price 63. "EY 
ALS ©, 


An artificial Memory, ot an eaſy 
Methodof aſſiſting the Memory of thoſe 
that play at the Game of Whiſt, to 
which are added ſeveral Caſes not hi- 
therto publiftied; Price 3 4. 


A rr 


TREATISE 


On the GAME of 


PIQUET. 


Directing with Moral Certainty how to 
diſcard any Hand to Advantage, by 
ſhewing the Chances of taking in any 


one, two, three, four, or five certain 
Cards, 


Computations for thoſe who Bet their 
Money at the Game. Alſo the Laws 
of the GAME. OY 


To which are added 


Some Rules and Obſervations for playing 
well at CHESS, 


By ED MUND HoYLE, Gent. 


0 8 & 7 N. 


Printed for Gronck and AEX Aub EE Ewinc, 
at the Angel and Bible in Dame-Sireet, 1744. 


CONTENTS for PTV ET. 
RR 
G Eura Rules for playing at Piquet. | p. I 


SAT IK 
Particular Rules for playing at Piquet, 
with ſome Caſes added. _— 

CHAP. III. 


Some Computations directing with moral 
Certainty how to diſcard well any Hand, 


| 21 
CHAM K : 
An Explanation and Application of the fore 


going Calculations. | b. 23 
CHAP. v. 
Caſes of Curioſity and Iuſtrustion. p. 34 
„ 
Some Computations for laying Money at the 
Same at Piquet. | P. 38 
CH A P. VI. | 


Laws of the Game at Piquet. p. 41 


CON- 


* RJ 


CONTENTS for CHESS. 


early in the Game p-. 48 
Caution about taking a Queen, &c. p. 53 
How to take off @ Fork | ibid, 


J Cantion not to play any of the three 
Pawns before your Ning 54 


Tow to gain the Move with your King p. 55, . 


How to gain the Move with your King on. 
H, againſt a King anda Pawn pi. 56 


How to ſave a Game againſt a Biſhop and 


one Pawn, with your King only 57 


How to prevent four Adverſary from win- 
ning a Game by a Stale, ibid. 


How to force a 1 did. 

How to prevent the | Loſs of a Piece when 
| you are checked. 9 

When to gain à good Situation ibid, 


A 


PEaſons for not playing out your Queen 


| 
[\ 


—— 


A 
T RE A T 1 8 E 


On the GAME. of 


PIQUET. 


C HAP. * 


General Ru L Zs for playing at 
PIQUET,. 


I. 


a 


OV are to play by the Stages of 

| \ your Game; what is meant by 

: them 1 is, that when you are back- 
wards in the Game, or behind 

your Adverſary, you are to play a puſh- 
ing . otherwiſe you are to make 
We - * twenty 


2 A Treatiſe on PI Gu ET. 
twenty-ſeven Points elder hand, and thir- 
teen Points younger- hand; and you are 
ways to compare your Game with your 
Adverſary's, and diſeard accordingly. 


$4 


You are to diſcard in Expectation of 
winning the Cards, which is ſo eſſential 
a part of the Game, that it generally 
makes twenty-two or twenty-three Points 
difference; therefore you are not to diſ- 
card for low Quatorze, ſuch as three 
Queens, three Knaves, or chree Tens, 
becauſe in any of theſe Caſes, the Odds 
are three to one elder- hand that you do 
not ſucceed, and ſeventeen to three younger- 
hand; for let us ſuppoſe you ſhould go 
for a Quatorze of Queens, Knaves, or 
Tens, and throw out an Ace or a King, 
by ſo doing you run the Riſk of loſing 
above twenty Points, in expectation of 
Nn fourteen Points. 


„ 


At che beginning of a Partie you are 
to play to make your Game, which 1s 
[wenty- 
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twenty- ſeven Points elder-hand, and thir- 
teen Points younger. hand: therefore ſup- 
poſe you are elder-hand, and that you 
have a Terce- Major and the Seven of any 
Suit, it is five to two but that you take 
in one Card out of any four certain Cards; 
therefore ſuppoſe you ſhould have three 
Queens, three Knaves, or three Tens, 
you are in this Caſe to diſcard one of 
them preferably to the Seven of ſuch a 
Suit, becauſe it is three to one that you 
do not take in any one certain Card elder- 
hand to make you a Quatorze, and conſe- 
quently you diſcard the Seven of ſuch a 
Suit to a great Diſadvantagee. 


IV. 


If your Adverſary is greatly before you 
in the Game, the Confideration of win. 
ning the Cards muſt be put quite out of 
the Queſtion: therefore, ſuppoſe you 
ſhould have a Quart to a Queen, or a 
Rruart to a Knave in which Caſe it is 
only about five to four, being elder-hand, 
but that you take in ia Card to make you 
' Ain, and about three to one but that 

B 2 | ycu 
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you take in a Queen, a Knave, ora Ten 
ſhould you have three of either dealt you, 
it is good Play to make a Puſh for the 
Game, particularly if it”. is ſo far advan- 
ced as to give you but little chance for-it 
in another Deal; and in this, and other 
Caſes, you may have recourſe to the Cal - 

| e ne the Odds. | 


V. 


To gain the Point, generally makes 
ten Points Difference; therefore when 
you diſcard you muſt endeavour to gain 
it, but not-riſk the loſing of the Cards me 
ſo doing. 


j V I. 


- ., The ſaving of your Lurch, or the lurch- 
ing of your Adverſary is ſo material, that 
you ought always to riſk ſome Points to 
acconplith, either of them, 


VII. 


1 you have fix Tricks with any win- 
ning Card in your Hand, never fail play- 
ing that * becauſe: at leaſt you play 


Eleven 
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eleven Points to one againſt yourſelf by 
ſo doing, unleſs in Play you difcover what 
"Reap your Adverſary has laid out. 


VIII. 


If you are greatly advanced in the Game, 
as ſuppoſe you are eighty to fifty, in that 
caſe it is your Intereſt to let your Adver. 
fary gain two Points for your one as often 
as you can, eſpecially if the next Deal you - 
are to be elder-hand ; but if on the con- 
trary you are to be younger-hand, and 
are eighty-ſix to fifty or ſixty, never re- 
gard the loſing two or three Points for the 
gaining of one, becauſe that Point brings 
you within your Shew. 


IX. 
The younger Hand is to play upon the: 


defenſive z therefore, in order to make 
his thirteen Points, he is to carry Terces, 
Quarts, and eſpecially to ſtrive for the 
Point: but ſuppoſe him to have two Ter. 
ces from a King, Queen, or Knave, as 
it is twenty-nine to twenty-eight that he 
ſucceeds, he having in that caſe four cer- 
B 3 tain 
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tain Cards to take in to make him a Quart 
to either of them, and perhaps thereby 
fave a Pique, 6c, he ought preferably to 
go for that which he has the moſt chance 
to ſucceed in : but -if inſtead of this Me- 
thod of Play he has three Queens, Knaves, 
or Tens, and ſhould attempt to carry any 
of them preferably to the others, the 
Odds that he does not ſucceed being ſe-. 
venteen to. three againſt him, he conſe- 
quently diſcards to a great Diſadvantage. 


X. 7 
The elder or younger-hand is ſome. 


times to ſink one of his Points, a Terce, 
or three Kings, Queens, Knaves, or Tens, 
in hopes of winning the Cards; but that 
is to be done with Judgment, and with- 

out heſitating. | 


| XI. 


It is often good play far a younger- 
hand not to call three Queens, Knaves, 
Sc. and to ſink one Card of his Point, 


which his Adverſary may ſuppoſe to be a * 


N to a a King or i * 


+ 1: 
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. 


The younger-hand having the Cards 


equally dealt him, is not to take in any 


Card if thereby he runs the Riſk of loſing 
them, unleſs he is very backward in the 


Game, and has then a Scheme for a great 
Game. 


XIII. 


It the younger-hand has a probability 


of ſaving or winning the Cards by a deep 
Diſcard; as for Example, Suppoſe he 
ſhould have the King, Queen, and Nine 


of a Suit, or the King, Knave, and Nine 


of a Suit, in this caſe he may diſcard ei- 


ther of thoſe Suits, with a moral certainty 


of not being attack'd in them, and the 


Odds that he does not take in the Ace of 
either of thoſe Suits being againſt him, it 


is not worth his while to d.ſcard otherwile 


in Expectation of ſucceeding, 
XIV. 


The 2 having three Aces 
. B 4 dealt 


{ 
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dealt him, it is generally his beſt play to 
throw out the fourth Suit. 


1 


_ Ts younger-hand is generally to car- 
ry Guards to his Queen-Suits, in order to 
make Points and to fave the Cards, 


» + { 


When the younger-hand obſerves that 
the elder-hand, by calling his Point, has 
five Cards which will make five Tricks 
in Play, and may have the Ace and 
Queen of another Suit, he ſhould throw 
away the Guard to that King, eſpecially 
if he has put out one of that Suit, which 


will give him an even chance of faving the 
Cards, | 


X VII. 


If the elder-hand has a Quart to a King 
dealt him, with three Kings and three 
Queens (including the King to his Quart) 
and that he is oblig'd to diſcard, either 
one of his Quarts to the King, or to diſ- 
card a King or — | 

Query. 
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Query. Which! is beſt for him to diſ- 


card? 


Anſwer. The Chance for taking in the 


Ace or Nine to his Quart to a King, be- 


ing one out of two certain Cards, is exact- 
ly equal to the taking either a King or a 
Queen. having three of each dealt him; 
therefore he is to diſcard in ſuch a man- 
ner as gives him the faireſt probability of 


winning the Cards. 


The foregoing Caſe may be a general 
Direction to diſcard in all Caſes of the like 


nature either for the elder or younger 
Hand. 


XVIIL 


Suppoſe the elder-hand has taken in his 


five Cards, and that he has the Ace, King, 
and Knave of a Suit, having diſcarded 
two of that Suit; he has alſo the Ace, 
King, Knave, and two ſmall Cards of ano- 
ther Suit, but no winning Card in the o- 
ther Suits, | 


Query. Which of theſe Suits is he to 


play from, in order to have the faireſt 


chance of winning, or ſaving the Cards ? 
EN | Anſwer. 


FG 
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Anſwer. He is always to play from the 
Suit of which he has the feweſt in num- 
ber; becauſe, if he finds his Adverſary 
guarded there, the probability 1s in his 
Favour that he is unguarded in the other 
Suit; and ſhould he play from. the Suit 

of which he has the moſt in number, and 
finds his Adverſary*s Queen guarded, in 
that caſe he has no chance to fave or win 
the Cards, | 


XIX. 

If the elder-hand is ſure to make the 
Cards equal, by playing of them in any 
particular manner, and is advanced before 
his Adverſary in the Game, he is not to 
riſk the loſing of them; but if his Adver- 
ſary is greatly before him, in that caſe it 
is his Intereſt to riſk the loſing of the Cards, 
in expectation of winning of them. 


CHAP. 


0 
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CH AP. II. 


Particular Ru LES and CASES, 


I. 


UPPOSE you are elder-hand, and 
that you have dealt you a Quart-major 
with the Seven and Eight of Clubs, the 
King and Ten of Diamonds, the King 
and Nine of Hearts, with the Ten and 
Nine of Spades, | 
Query, Whether you are to leave a 
Card, by carrying the 2Quart-major and 


two more of the ſame Suit for the Point, 
with two other Kings, or to throw out 


one Card of your Point? 

Anſwer, If you throw out one Card of 
your Point, there is a Poſſibility that you 
reckon; only five Points, and that your 
Adverſary may win the Cards, by which 
Event he gets eleven Points, beſides his 
three- Aces, &c, which gives you a bad 
chance for the Game: Bae by leaving a 

| Card, 
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Card, and admitting that one Card of 
conſequence lies in the five Cards which 
you are intitled to take in, it follows that 
you have four chances to one againſt lea- 
ving that Card, and conſequently it is your 
Intereſt to leave a Card: the Odds is alſo 
greatly in your Favour that you take in 
ſome one of the following Cards in four 
Cards, viz. there are two to your Point, 
three Aces, and one King, 


II. 


If you ſhou'd happen to have the Ace, 
King, and four ſmall Cards of any Suit, 
with two other Kings, and no great Suits 


againſt you, the like Method of the for-. 
mer caſe may be practiſed. 


III. 


Suppoſe you ſhou'd have the King, 
Queen, and four of the ſmalleſt Clubs, the 
King and Queen of Diamonds, the Ace 
and Knave of Hearts, and the King and 
Nine of Spades. 

Query. How are you to diſcard with a 
probability of making the moſt Points? 


Anſwer. 
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Anſwwer. You are to throw out the 
Queen and four ſmall Clubs, and to car- 
ry three entite Suits, wick the King of 
Clubs; for this Reaſon, becauſe the 
Chance for your taking in the fourtk 
King, is exactly the ſame as the Chance 
of taking in the Ace of Clubs, in either 
of which Caſes it is three to one againſt 
you; but if you fail in taking in the 
fourth King, by diſcarding thus you 
have a fair Chance to win the Cards, 
which will probably make twenty-two 
Points difference; but ſhould you diſcard 
with an Expectation of taking in the Ace 
.of Clubs, and ſhould happen to fail, you 
being obliged to throw out ſome of your 
great Cards, you would have a very dif- 
tant Chance of either ſaving or winning 
the Cards. 


. ” — —— — — 
— 
nt 00 


IV. des 
Suppoſe you ſhould have the King 
and Queen of Clubs, a Terce-Mafor in 


Diamonds, Queen and Knave of Hearts, 
and a Quint fromthe Knave in Spades. 


n Query. 


1 


1 ——— — . 4 
Y * 
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Query, How are you to diſcard with 
a Probability of making the moſt Points? 
Anſwer. You are to throw out the 
Quint to a Knave in Spades, in order to 
make the. moſt Points; becauſe,” let us 
admit that your Quint is good for every 
Thing after you have taken in, you in 
that Caſe only {core nineteen Points, if 
you carry it, and you probably give the 
Cards up, and alſo the Chance of a 
Quatorze of Queens, beſides a great 
Number of Points in Play; and, conſe- 
quently, by carrying the Quint you would 
diſcard to a great Diſadvanta 8. 


v. 


Suppoſe you have the King, Queen, 
Seven, Eight, and Nine of Clubs; the 
Queen and Knave of Diamonds; the 
Queen, Ten, and Nine of Hearts, with 
| the Ace and Nine of Spades, 

: _ Query. How are you to diſcard ? 
| | Anſwer, You are to diſcard the King, 
Seven, Eight, and Nine of Clubs, and 
the Nine of Spades, by which means, 
| you do not only go for three Suits, but 
you 
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you have the ſame Chance for taking in 
the fourth Queen, as you would have to 
take in the Ace of Clubs; beſides, the 
Probability 'of winning the Cards is 


greatly in your fayour by this Method of 
diſcarding. 


* 
4 k 
" 
FF. 4 * 
40 


| Suppoſe. you have the Queen, Ten, 
Nine, Eight, and Seven of Clubs; the 
Knave, and Ten of Diamonds; the King, 
Queen, and Knave of Hearts, with the 
Ace and Nine of Spades. N 
Query. How are you to diſcard? 
Anſwer, You are to diſcard the five 
Clubs, becauſe it is three to. one that you 
do not.take in the Knave of Clubs, and 
the carrying three entire Suits gives you a 
fairer Chance to ſcore more : FOR. 


VIL 


Suppoſe you have the Ace, Queen, 
and Knave of Clubs; the King, Queen, 
and Knave of Diamonds; the Queen and 
Knave of Hearts, with the Ten, Nine, 
Eight, and Seven of Spades, 8 7 

| | | Query. 


) 
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Query. How are you to diſcard ? 

| Anſwer. You are to diſcard the Ace of 
Clubs and. the four Spades, becauſe it is 
only five to four but that you take in a 
Queen or a Knave ; it is alſo about three 
to two that you take in an Ace; you have 
alſo three Cards to your Terce to a King 
to take in, viz. the Ace and Ten, or the 
Ten and Nine to make you a Quint, all 
which Circumſtances conſidered, you 
have a.fair Probability of making a great 
Same; whereas, if you ſhould leave a 
Card, by throwing out the four Spades 
only, you run the Riſk of leaving one 


of the following Cards, viz, the King of 


Clubs, the Ace of Diamonds, the Ace, 
Queen, or Knave of Spades, in any of 
which Caſes you would probably looſe 
more Points than by throwing out the 
Ace of Clubsz and if you ſhould carry 
two Suits, viz. three Clubs, three Dia- 
monds and the Queen of Hearts, you run 
the Riſk of putting out fourteen Points, 
and it is only five to four againſt your 
taking in a Queen or a Knave, and there- 
fore you would diſcard to a or Difad- 
ee 
4 vnn. Sup 


yp 
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VIII. 


Suppoſe you have the King, Queen, 
and Ten of a Suit, and that your Adver- 
ary has the Ace, Knave, and one ſmall 
Card of that Suit, and that you have only 
thoſe three Cards left, and you are to 
make three Points of them. 

Query. What Card are you to play ? 

Anſwer, You are to play the Ten. 


IX, 


- Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs, alſo the King, Queen, 
Ten, and Nine of Diamonds, 

Query. Which of theſe Suits are you to 
carry, in order to have the faireſt proba- 


bility of ſcoring the greateſt Number of 
Points? 


Anſwer. You are to carry the King, 
Queen, Ten, and Nine of Diamonds, be- 
cauſe the Chance of taking in the Ace of 
Diamonds is exactly equal to that of tak. 
ing ia the King of Clubs, and alſo the 

Chance of taking in the Knave of Dia“ 
Og is equal to that of taking in the 
* C Knave 
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Knave of Clubs, by which Manner of 
diſcarding you have a Probability of ſcor- 
ing fifteen Points for your Quint in Dia- 
monds, inſtead of four Points for the 
Quart in Clubs, and the Chance for win. 
ning the Cards is better, becauſe by tak- 
ing in the Ace of Diamonds you have 
ſeven Tricks certain, which cannot hap- 
pen by taking in the King of Clubs, 

Bee: © 
"Suppoſe you have four Aces, and two 

Kings dealt you younger-hand, in order 
to capot the elder-hand, you are to make 
a deep Diſcard, ſuch as the Queen, Ten, 
and Eight of a Suit, by which means, if 
you happen not to take in any Card to 


ſuch Suit, you may ny capot the 
Adverſary. 8 


1 . 
| Suppoſe elder-hand that you have the 
Ace, Queen, Seven, Eight, and Nine of 
Clubs, alſo the Ace, Knave, Seven, 


Eight, and Nine of Diamonds, 


#3 
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Query. Which Suit are you to carry in 
order to make the moſt Points? 

Anſwer. You are to carry the Ace, 
Knave, Seven, Eight, and Nine of Dia- 
monds, becauſe the taking in the King 

of Diamonds is equal to the taking in of 
the King of Clubs, and conſequently as 
good for winning the Cards; but you 
have the Chance of taking in the Ten of 
Diamonds to make you fifteen Points, 
which Event cannot happen by taking in 

any one certain Card in Clubs. 


Suppoſe elder-hand that you have the 
Ace, Queen, Seven, Eight and Ten. of 
Clubs, alſo the Ace, Knave, Seven, Eight, 
and Ten of Diamonds. 

Query. Which Suit is beſt to carry? 

Anſiver. You are to carry the Ace, 
Knave, Seven, Eight, and Ten of Dia- 
monds becauſe the Chance of taking in 
the King of Diamonds is equal to the 
Chance of taking in the King of Clubs, 
and conſequently as good for winning the 
Cards'3 but 1 have an additional Chance 

C2 of 
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of taking in the Nine of Diamonds to 
make you filteen Points, which Event 


cannot happen by taking in any one cer- 
tain Card in Clubs, 


XIII. 


- 


Suppoſe you have the Ace, Queer, 
Ten, and two more of a Suit, alſo the 
Ace, Queen, and Ten of another Suit on- 
ly. And let us ſuppoſe, that your Ad- 
verſary has ſhewn ſix Cards for his Point; 
ſuppoſe the Ace, Queen, and four ſmall 
ones, and ſuppoſe you are guarded in that 
Suit; as ſoon as you have the Lead, you 
are to play from the Suit of which you 
Þ have the feweſt in Number, becauſe if 
| he is guarded in that Suit, he is proba- 
1 bly unguarded in the other. Suit; but 
i ſhould you begin with the Suit of which 
| you have the moſt in Number, if he hap- 
pens to be guarded there, you then have 
| © no Chance to win the Cards, which may 
prove otherwiſe if you begin with the 
Il '  * Suit of which you have the feweſt in 
i" Number; if he is guarded 1 in both Suits, 
you have no Chance to win the Cards. 


CHAP. 
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CH AP. III. 


Some Computations direfting with moral 


Certainty how ta diſcard well ay 
Hand, 


I. 


HE Chance of an elder-hand's 


taking one certain Card is three to 
one againſt him, 


IT. 


That of his taking two certain Cards 
is eighteen to one againſt him, 


III. 


I would know what are the Odds that 
an elder-hand takes in four Aces ? | 

Anſwer. That he takes ) Sind him. for him 

in 4 Aces is c 968 to 1 

At leaſt 3 of them is about 33 to 1 

2 of them "I. 

1 of them 2 W_£ 

ab IV. If 
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IV. 


If an elder-hand has one Ace HY 
him, what are the Odds that he takes in 
the other three? 

Anſwer. That he takes q gainft him. for him 
in the 3 Aces is 111g 1 
At leaſt 2 of them about l 

1 of them «0-0 


V. 


If an elder-hand has two Aces dealt 
him, what are the Odds that he takes in 
the other two? 

Anſwer. That he takes 1510 him. for him 


in the other 2 Aces is 18 © 1 
At leaſt 1 of them is 


near 5 to 4 againſt _ C oe at 
rr 7 


VI. 


In caſe the elder-hand has two Aces 
and two. Kings dealt him, what are the 
Odds that he takes in either the two Aces 


or two Kings remaining ? 


© : Anſwer, 
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a gainſt him. for hi 
Anſwer. It is about 17 o 2 
VII. 4 


Elder-hand having neither Ace nor 
King dealt him, what's his Chance to 
take in both an Ace and a King 1 in a, 3, 
4. or 5 Cards? 


2gainſt him. for him 
4e. In 2 Cards i is about 11 to 1 


In 3 Cards 4 . 0 
In 4 Cards C 
In 5 Cards 33 '© 31 


What are the Odds that a younger- 
hand takes in two certain Cards? 

againſt him. for him 
Anſwer, 62 ... Ms 1 
What are the Odds that a younger⸗ 


hand takes in three certain Cards ? 
againſt him, for him 
Anſwer, 1139 t-o 1 


IX, The 
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on 


IX. 


. 
* 


The younger-hand having no Ace dealt 
him, what Chance has he for his taking 


one? 


5 axainkt him, for him 
Anſwer, It is 28 to 29 


, 


If the younger-hand has one Ace dealt 


him, what are the Odds of his taking in 


one or two of the three remaining Aces? 
Anſwer. That he takes 3 »gainft him. for him 


in two of them is about „ 


At leaſt one them 1 


XI. 


—_— 


What are the Odds, that the younger- 


hand takes in one certain Card ? 
Anſwer. That he does J Winſt him. for him 


not take it in, is 17: o 3 


What is the Odds of a Quart.-Blanch? 
| 4 againſt him, for him 


Anſwer. | ”” ip golf 


"CHAP: 
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CHAP. w. 


An ExPLANATION and A- 


PLICAT1ION of the foregoing 
CALCULATIONS. ,, 

| : 001 

I. 

S by the firſt Calculation, it is three 
to one, that being elder-hand, you 
do not take in one certain Card; you 
have, therefore, a better chance of _ 
eing your Game, by carrying two Suits | 
for Points and the Cards, than, by aim- 


ing at Quatorze of Queens, Knaves, or 
Tens. 


II. 
Second calculation; to take in two cer- 
tain Cards elder- hand, is eighteen to one 
againſt you, 


Therefore, ſuppoſe you have a Quart. 
Major, and two other Aces dealt you, the 
Odds chat you do 1 take in the Ten to 


your 
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your Quart. Major, and the other Ace, is 
eighteen to one againſt you; but that yay 
rake in one of them, is only twenty-one 
to ſeventeen againſt you. And ſuppoſe 
you have three Aces and three Kings dealt 
you, the Odds are eighteen to one againſt 
wo taking in the other Ace and the other 


yet it is not much above five to 
— * that you take in one of them. 
This Example ſhews, how you are to diſ- 


card in caſes of the like Nature. 
III. 


The Odds of taking in four certain 
Cards, as four Aces, Ec. being nine hun- 
dred and lixty- eight to one by the third 
Calculation, is ſo great a chance of not 


ſucceeding, chat i it is ſcarce worth further 
Notice. 


But to take in three Cards out of any 
four certain Cards elder-hand, is only thir- 
ty-three to one againſt you. 


E x 4 1 PLE, 


| Suppoſe you have two Aces and two 
Kings dealt you, the Odds of taking three 


| of them out of four certain Cards, ſuch as 
wins two 


* 
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two Kings and one Ace, or two Aces and 
a King, are only 3 to one a- 
gainſt you. 

But ſuppoſe you ſhou'd want to take in 
any two out of four certain Cards, ſuch as 
theQueen of Clubs; the Ten of Diamonds, 
the Ace of Spades, and Knave of Hearts, 
being elder-hand, it appears by the calcu- 
lation to be three to one againſt you; and 
the Odds are the ſame for any two out of 
four certain Cards. 

But, if being elder-hand, you only 
want one Card out of four, the Odds are 
five to two in your Favour, that you take 
it in, Therefore if you have four Tens, 
or any inferior Quatorze dealt you, and 
no Ace, it's great Odds in your Favour 
that, being elder-hand, you take in one 
Ace, and ought to play your Game ac- 
cordingly. But you muſt always confi. 
der the Diſadvantage, either of loſing the 
Cards, or even the Riſk of a Capot, which 
. you run the Hazard of, by ſpoiling your 

Hand, with keeping four Tens when they 
. are not good. | 


— 


2 ia IV. 
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IV. 


By the fourth Calculation; if you have 
one Ace dealt you, it is one hundred and 
thirteen to one that you do not take in 
the three others; forty- nine to eight, or 
about ſix to one, that you do not take in 
two out of the three; but that you take 
in one out of the three, is about three to 
two in your Favour, or one hundred and 
thirty-ſeven to ninety- one. 


As for E x AMPLE. 


| You have a Quart from a King, and 
two Kings more dealt you, as it is three 
to two that you take in either Ace or 
Nine to your Quart to the King, or the 
fourth King, as you have the chance of 
reck*ning fourteen or fifteen Points by 
this Method of diſcarding: You ought 
to play accordingly, and this Method 
ſhews you how to play any Hand of the 
like Sort. 

But if you ſhow*d diſcard, with an Ex- 
pectation of taking in two Cards out of 
three certain Cards, the Odds againſt ſuch 

an 
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an Event being above ſix to one; your 
Game muſt indeed be very deſperate, if 
you attempt to diſcard to that purpoſe. 
The chance of taking in three certain 
Cards being one hundred and thirteen to 
one, is a very diſtant chance, yet even 
ſach does happen ſometimes, but ought 
never to be ventur*d upon, but when a 
Man has no other Reſource in the Game. 


Wo? 


The fifth Calculation is, that if you 
have two Aces dealt you, it is eighteen 
to one that you do not take in the two 
other Aces; but only ſeventeen to twen- 
ty- one that you take in one of them: Let 
us illuſtrate the Uſe of this by an Exam- 
ple; ſuppoſe you have a Quart. Major 
dealt you, and a Quart to a King, and 
that you are greatly behind your Adver- 
ſary in the Game: To take in the Ten 
to your Quart- Major is three to one a- 
gainſt you; but to take in the Ace or 
Nine to your Quart to the King, is only 
about five to four againſt you. | 
Allo, by the ſame Rule, ſuppoſe you 

D 3 have 


30 L realiſe on PIQG uE r. 
have three Kings and three Queens dealt 
you, the Odds of your taking in both a 
King and a Qyeen are cighteen to one 
againſt you; but that of your taking 
one of them, 1s only five to four againſt 
you. | 

All other caſes of the like Nature may 
b: diſcarded by this method of calcula» 
tion, 


. 


As by the ſixth calculation it is ſeven- 
teen to two that you do not take in two 
certain Cards out of four, ſuch as two 
Kings, two Queens, Sc. You muſt not, 
therefore, confound this with the third 
Calculation, where the Odds are not above 
three to one that you take in two Cards 
out of the four. 


VII. 

Having neither an Ace nor a King 
dealt you, what are the Odds of your tak- 
ing in both an Ace and a King in two, in 
three, in four, or in five Cards ? 


Anſwer, 
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| Aifwer, To fake i in an Ace and a King 
- againſt you. for you · 
In 2 Cards is about It to _ B 


In 3 Cards * ; (4 t-to 
In 4 Cards ; 9 to 5 
In 5 Cards 38 0 38 


You may obſerve, by the foregoing 
Calculation, what are the Odds of taking 
in two, three, four, or five Cards out of 
any eight certain Cards, and conſequently 
diſcard to the greateſt Advantage. 

The foregoing, Calculation is either for 
the der or younger- hand. | 


ExaneLr. 


-T&e us ſappoſe the younger hand to 
have two Quatorze againſt him, he may 
obſerve, that it is not above four to one” 
but that he takes in one of each of them. 
The like Rule may ſerve for = other 
cn certain Cards. | 


vm. 
As by the eighth Calculation, it is 
ſixty-two to one that the younger hand 


goes not take in two certain Cards, which 
—_ Event 
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Event happening, he ought not therefore 
to run the Hazard of ſo great a chance, but 
when his Game is deſperate, and does not 
promiſe him another Deal. 
IX. 

By the ninth Calculation, as it is twen- 
ty · nine to twenty. eight that the younger- 
hand takes in one Ace, having none dealt 
him: The Calculation is the ſame for any 
Card out of four certain Cards. 


1 


As for Ex A N Þ ibi 0:18 


Suppoſe you have two Quarts A you 
from the King or Queen of any Suit, it is 
the ſame Odds of twenty - nine to twenty- 
eight, but that you take in a Card to make 
one of them a Qlint, and therefore you . 

are to diſcard according. 
As alſo, that you take in ther Ace, 
King, acen, Knave of any one Suit, 
when a Pique or a Repique is againſt you. 


x. 


"The. "LY Calculacion, is, that if the 


pounger-hand has one AR dealt him, it 
is 


7 27 &. 
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is twenty-one to one that he does not take 
in two Aces, and about three to two that 
he does not take in one of them. which 
Calculation holds good in the taking in 
any three other certain Cards, Therefore, 
for Example, let us ſuppoſe, that as it is 
but three totwa againſt the younger-hand's 
taking one Card out of three to ſave a 
Pique, or a Repique, it would generally 
be reckon'd good Play, either to throw 
one from his Point, or diſcard a King, 
Se. for the Eyent of ſuch a Chance. 


XL. 


By che eleventh Calculation, it is ſeven» 
teen to three, younger. hand, againſt your 
taking in any one certain Card; there- 
fore, the Odds of not ſucceeding in this 
caſe are ſo greatly againſt you, that it 
ought not to be attempted, eſpecially if 
the winning or ſaving the Cards is ri{k*d 
* ſo — OY enn dale. 


"WE 


CHAP. 


os „„ %% 
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© 


CHAP. v. 


Caſes ef Cn n- v and 
InSTRUCTLON.: 


QUppoſe you are younger-hand, and 
that you have the Queen, Knave, 
Seven, Eight, and Nine of Clubs; alſo 
the Seven and Eight of Diamonds, the 
Seven of Hearts, and the Ten, Nine, 
Eight, and Seven of Spades, and that the 


 elder-hand has left a Card: 


Very. How are you to diſcard to put 


it in the power of the Cards: 10 rePique 


the elder-hand. | 

Anſwer; Yiu are to carry the ive Clubs 
3 the four Spades, and to · leave a Card ; 
and by taking in the Ace, King, and Ten 
of Clubs, you repique your Adverſary. 


1 II. 


Soppole you have eight Clubs, the Ace 
and 
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and King of Diamonds, the Ace of Hearts, 
and the Ace of Spades : | 

Quere. Whether you repique the young- 
er- hand, or not? 

Anſwer. The younger-hand may have 
a Quart-blanche, by having three Quarts 
from a Ten, which reckons firſt; and 
therefore he is not repiqued. "IT 


III. 


What is the higheſt Number + to. be 
made of a Pique ? 
Anſwer, Eighty-two Points. 

What are the Cards which compoſe that 
Number. 
Anſwer, A Quart. Major in Clubs, a 
Quart Major in Diamonds, Ace, King, 
and Ten of Hearts, with the Ace of 
Spades. 

This is only upon ſuppoſition chat the 
Quart. Major is good for every thing. 


Iv. 
What is the higheftNumber to be made 
of a Repique and Capot? 


Anſwer, A hundred and ſeventy points. 
What 
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What are the Cards which compoſe 
that Number ? 
Anſwer, The four Terce-Majors, which. 
are ſuppoſed to be good for every thing. 


V. 


Suppoſe you are elder- hand, and that 
you want eight Points of the Game, and 
that the younger-hand wants twenty-three 
Points; and ſuppoſe you have dealt you 
the Ace, King, and Queen of- Clubs, the 
Ace, King, and Ten of Diamonds, the 
Ace, Knave, and Nine of Hearts, the 
Nr. Nine, and Seven of Spades: 

Query. How are you to diſcard to pre- 
vent any poſſibility of the younger-hand's 
making twenty-three Points, and he is 
not to reckon a Cbarte- anche ? 
Anſwer. You are to diſcard the King 
and Queen of Clubs, and the Knave, Nine, 
and Seven of Spades, by which method of 


diſcarding, you are certain to make eight. 
Points before the younger-hand can make. 
twenty-three Points, 


VI. 
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| VI. 


Suppoſe you have the Ace, Queen, and 


Knave of Clubs, with the King and Ten 
of Diamonds, and ſuppoſe your Adverſa 
ſary has the Ace, Queen, and Knave of 
Diamonds, and the King and Ten of 
Clubs, your Adverſary being to lead is to 
make five Points, or to loſe the Game, 
Query. How ſhall you play to prevent 
him from making of five Points? 
Anſwer . When he plays his Ace of 
Clubs, you are to play your King of Clubs, 
by which means he can make only fo 


Points. 4K 1 


Aand B play a Partie at Piquet. 


vn. 


They are one Game each of the Partie. 
A has it in his Power to win the ſecond. 


Game, but then he is younger-hand at the 
beginning of the next Game. 
A has it alſo in his power to reckon on- 


1y ninety-nine Points of the ſecond Game, 
and B is to be ſeventy : 


Query, 
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Query. Whether it is As Intereſt to 
win the ſecond Game or not ? 
Anuſiwer. It is A's Intereſt to win the 
ſecond Game, in the proportion of four- 
teen to thirteen in his Favour. 


ke r 


— — 
- * 


N. 
Some Come UTATI oN 8 for laying 
Money at the Game at Piquet. 
1 T is five to four that the eldeſt Hand 
& wins the Game. 
II, 


It is oat two to one. that the eldeſt 
hand does not lurch the younger-hand, 


III. 


It is near four to one that the younger- 
hand does not lurch the elder- hand. 


Suppoſe 
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Suppoſe A. and B mate a Partie at 


Fiqvet. 
A has the Hand; What's the Odds 
that A wins the Partie? 


Anſwer. It is about twenty-three to 
ewenty. 


II. 


If A has one Game, and B one Game, 
he who is eldeſt hand has above five to 


four to win the Fartie. 


Ill. 


It 4 has two Games love before they 
cut for the Deal, the Odds are above four 
ro one that he wins the Partie. 


IV. 


If Ahas two Games love, and A has the 
Hand, the Odds are about five to one 29 


he wins the Fartie, 


; 


V. 


.  — — — ——  <S_ 2 
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| V. 
If B has the Hand when Ais two love, 


the Odds in Favour of A are about three 
and a half to ) one. 


If A has two Games, and B one, before 
they cut, the Odds in Favour of A are a- 
bove two to one. 


VI. 


Tf A has the Hand, and two Games to 
one, the Odds are about eleven to four, 


7 IN, 


If B — — Hand, when 4; is two 
Games to one, the Qdds in F avour of 4 
is about nine to five. 


IX. 
11 Ais one Game love, 388 


the Odds in Favour of A is about ſeyen- 
teen to ſeven. 


Af 
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5 X. 
If A is one Game love, and younger- 


hand, the Odds in Favour of A is about 
two to one. 


22 — TCL 
CHAP, VII. 
L a ws of the Game at Piquet. 
pn 


HE elder-hand is oblig'd to lay 
out one Card. | 


I. 


Ik the elder-hand takes in one of the 
4 Cards which belongs to the n 
hand, he loſes the Game. | 


III, 


If the elder-hand, in taking his five 
Cards, ſhould happen to turn up a Card 


belonging to the younger-hand, he is to 
reckon nothing that Deal, 
E Iv, 
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#— 
If the elder or younger-hand play with 


Thirteen Cards, he counts nothing. 


* 


= the elder-hand has thirteen Cards 


a him, it is in his Option whether he 
will ſtand the Deal or not; and if he 


chuſes to ſtand the Deal, he is to diſcover 


it, and to diſcard five Cards, and to take 
in four only. 


VI. 


If the elder or younger hand reckons 


| what they have not, they count nothing. 


| VII. 
If the elder-hand touches the Stock af- 


ter he has diſcarded, he cannot alter his 
Diſcard. 


. 
If a Card is faced, and it happens to be 


diſcover'd either in dealing or in the 


Stocks 


2 4 
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5 Stock, there muſt be a new Deal, unleſs | 
it be the bottom Card. 


1X. 


If the Dealer turns up a Card in deal- 
ing belonging to the elder-hand, it is in 


the Option of the elder-hand to have a 
new eat.” 


X. 
the younger - hand takes in five Cards, 


it is the Loſs of the Game, unleſs: the el- 
der-hand has left two Cards. 


2 


It the elder-hand calls Forty- one for. 
his Point which happens to be a Quart- 
Major, and it's allow'd to be good, and 
only reckons four for it and plays away, 
in this caſe he is not intitden to en | 
more. 


| nc 
If the elder-hand ſhews a Point, or 


Alart, or Terce, and aſks if they are good, 
728 E 2 and 


44 A Treatiſe on PIA E r. 
and aſterwards forgets to reckon any of. 


them, it bars the younger-hand. from rec- 
1 * of equal Vale. 


„ „ 


XIII. 


 Chart-blachs counts fit, — AY 
quently, faves. Piques and Repiques: It 
alſo piques and repiques the Adverſary in 
the ſame manner, as if thoſe Points were 
reckon'd in any other way, 


* wy . I . 
7 x , — " 12 
12 * 8 N + * @& + 


 Chart-blanchs reckons 3 any thing 
elſe, but need not be ſhewn till the Ad- 

verſary has firſt diſcatded; only if you 
are eldeſt- hand, you muſt bid the younger- 
hand to diſcard for Chart. blanche, which 
after he has done, you ſhew your Blanche 
by counting your Cards down one after 
another. A 4; 

XV. | 

You are to cut two Cards at the leaſt, 


” . . 5 
1 m n 5 
= 4 ” » 4 &, 4 
e as 1 % 2:0! Xvi, 
— 4140 3 / 
N * 1 — 
. \ 
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5 1 | 
It you call a Point and do not ſhew | 


it, you reckon nothing for it; and the 


younger-band- "oy ſhew- and A his 
Boi, 


* - * 
: * 
* * - . 
? ? 
* 7 X II. 4 
: g k. n 


: bees 

500 pi with eleven Cards or fewer; 

no — mw} it. 3 nt wo 
XVIII, 


If the elder-hand leaves a Card, and af- 
ter he has taken in, he happens to put to, 
his Diſcard the four Cards taken in; they 
muſt remain with his Diſcard, and he only 


play with eight CHD viz, thoſe added to 
his Diſcard. . 


XEED 15! acl 
If the younger- hand leaves a Card or 
Cards, and mixes it with his, Diſcard. be- 


fore he has ſhewn it to the elder- hand, 
who is firſt to tell him what he will 1 


the 
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the elder-hand is intitled to ſee his whole 
Difard, 


PRI 


, . F 
| ; XX : | 
* * 0 
„ „ 


If the younger-hand leaves a Card or 
Cards, and does not ſee them, nor mixes 
them to his Diſcard, the eldeſt Hand has 
no right to ſee them; but then they muſt 
remain ſeparate whilſt the Cards are play- 

ing, and the younger- hand cannot look at 
them neither all that while. | 
SS. 


Ik the younger-hand leaves a Card or 


Cards, and looks at them, the elder-hand 


is intitled to ſee them, firſt Fearing 
what Suit he will lead, | 


XXII. 


If the Dealer deals a Card too many 
or too few, it is in the Option of the 
elder-hand to have a new deal ; but if 
he ſtands the Deal, he muſt leave three 
Cards for the younger- hand. 


. 
1 . 


XXIII. 
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| ; + | 


You are in the firſt place to call your 
Point; and if you have two Points, if 
you deſign to reckon the higheſt, you are 


to call that you and are to abide by your 
firſt Call. 


XXIV. 


You are to call your T erces, Quarts, 
Cinques, &c. next; and to call the high-. 
eſt of them, in caſe you deſign to reckon 
them. 


> + © mn 2.6 
You are to call a Quatorze, preferable 


to three Aces, c. if you deſign to rec- 
kon them. 


XXVI. 


If you call a 7 erce, having a Quart in 
your Hand, you muſt abide by your * 
Call. | 


SOME 
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SOME 

Rules and Obſervations 

. 
Playing well at CHESS. 

| 
O U ought to move your Pawns 
before you ſtir your Pieces, and af- 
terwards to bring out your Pieces 

to ſupport them; therefore the Kings, 

Queens, and Biſhops Pawns ſhould be the 


firſt played, in order to open your Game 
1 


II. 

Lou are not therefore to play out any. 
of your Pieces early in the Game, becauſe 
you thereby loſe Moves, in caſe your 
Adverſary has it in his Power, by playing 
a Pawn upon them, to make them retire, 
and alſo oper his Game at the ſame time; 


eſpe· 
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eſpecially avoid playing your Queen out, 
till your Game is tolerably well open'd. 


III. 


Avoid giving uſeleſs Checks, and ne- 

ver give any, unleſs you thereby gain 
ſome Advantage, becauſe you may loſe 
the Move if he can either take or drive 
- your Piece away. 


IV. 


Never crowd your Game, by having 
too many Pieces together, for fear of 
choking up your Paſlage ſo as to hinder 


your advancing or retreating your Men as 
occaſion may require, 


V. 


If your Game happens to be crowded, 
endeavour to free it by making Exchanges 
of Pieces or Pawns, and - Caſtle your 
King as ſoon as you conveniently can. 


F 0 
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VE, 

Endeavour to crowd the Adverſary's 
Game, which is to be done thus; when 
he plays out his Pieces, before he does 
his Pawn, you are to attack them as ſoon 
as you can with your Pawns, by which 


you make him loſe Moves, and conle: 
quently crowd him. 


VII. 
Never attack the Adverſary's Ki ng 


without a ſufficient Force; and if he at- 


tacks your King, and you have it not in 


your Power to attack his, you are to offer 


Exchanges with him ; and.if he retires, 
when you preſent a Piece to exchange, 
he may loſe a Move, and conſequently 


you gain an Advantage. 


5 - +... WL 


Play your Men in fo good Guard of 
one another, that if any Man you advance 
be taken, the adverſe Piece may alſo be 


taken by that which guarded yours; and 
for this Purpoſe, be ſure to have as many 


Guards 
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Guards to your Piece, as you ſee your 
Adverſary advance Pieces upon it; and 
if you can, let them be of leſs Value than 
thoſe he aſſails with. If you find that you 
can't well ſupport your Piece, ſee if by 
attacking one of his that is better, or as 
good, whether you can't , ave 
your's, 


IX. 


Never make an Attack but when well 
prepar*d for it; nor give uſeleſs Checks, 
for thereby you open your Adverſary's 
Game, and make him ready prepar'd to 
pour in a ſtrong Attack upon you, as 
ſoon as your weak one is over. 


X. 


Never play any Man 'till you have ex- 
amin'd whether you are free from Dan- 
ger by your Adverſary's laſt Move; nor 
offer to attack *till you have conſider'd 
what Harm he would be able to do you 
by his next Moves in conſequence of 
your's ; that you may prevent. his De- 
ſigns, if hurtful, before it be too late. 

F2 8 XI. 


1 — 
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When your Attack is in a proſperous 
Way, never be diverted from purſuing 
your Scheme (if poſſible) on to giving 
him Mate, by taking any Piece, or other 
Advantage, your Adverſary may pur- 
poſely throw in your Way, with the In- 
tent, that by your taking that Bait, he 
might gain a Move that would make your 

: Deng miſcarry. 


XII. 


When you are purſuing a well-lay*d 
Attack, but find it neceſſary to force 
your way thro* your Adverſary's Defence, 

with the Loſs of ſome Pieces; if upon 
counting as many Moves forward as you 
can, you find a Proſpect of Succeſs, ruſh 
on boldly, and facrifice a Piece or two to 
gain your End: Thele bold . 
en the fineſt Games. 
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XIII 


Never let your 


Queen ſtand ſo before 


your King, as that your Adverſary, by _ 


bringing a Rook or' a Biſhop, might 
check your King if | ſhe were not there, 
for you might hardly chance to ſave her. 


XIV. 


Let not your Adverſary's Knight (cſ- 
pecially if duly guarded) come to check 
your King and Queen, or your King and 
Rook, or your Queen and Rook, or 
your two Rooks, at the ſame time; for 
in the two firſt Caſes, the King being 
forc'd to go out of Check, the Queen or 
the Rook muſt be loſt; and in the tw-Wwo 


laſt Caſes, a Rook muſl be loſt, at beſt 
for a worſe Piece. 


XV, p 


Take care that no guarded Pawa of 
your Adverary's fork two of your 
Pieces, 


Pg © 14; 1 
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XVI. 


When the Kings have caſtled on dif- 
ferent Sides of the Board, the Adverſary 
muſt advance upon the other King the 
Pawns he has on that Side of the Board, 
taking care to bring his Pieces, eſpecially 
his Queen and Rooks, to ſupport them; 
and the King that has caſtled, is not to 
: ſtir his three Pawns *till forc'd to it. 


1 
4 


4 . 
t . 2X. - : — 
XVII. * E 
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£7 Wd 

In playing the Game, endeavour to 
have a Move as it were in Ambuſcade; 
what is mearitby it, is to place the Queen, 
Biſhop, or Rook behind a Pawn, or a 

Piece, in ſuch a Manner,” as that upon 
playing that Pawn, or Piece, you diſcover 
a Check upon your Adverſary*s King, 
and conſequently may often get a Piece, 
or ſome other p ee by it. = 


1 6 


XVIII. 


Never guard an inferior Piece with a 
better, if you can do it with a Pawn, be- 
eauſe 
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cauſe that better Piece may in that caſe 
be, as it were, out of play; for the ſame 
Reaſon, you ought not to guard a Pawn 

with a Piece, if you have it in your Power 
to guard it with a Pawn, 


XIX. 


A Pawn paſſed, and well ſupported, 
often coſts the Adverſary a Piece. And 
if you play to win the Game only, - 
whenever you have gain'd a Pawn, or 
any other Advantage, and are not in 
Danger of loſing the Move thereby, make 


as frequent Exchanges of Pieces as you 
can. 


XX. 

If you have three Pawns each upon the 
Board, and no Piece, and you have one 
of your Pawns on one Side of the Board- 
and the other two on the other Side, 
and your Adverſary's three Pawns are op- 
poſite to your two Pawns, march with 
your King as ſoon as you can to take his 
Pawns, and if he goes with his King to 


luppors them, go on to Queen with your 
F + P- lingle 
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fingle Pawn, and if he goes to hinder 
him, take his Pawns, and puſh the others 


to Queen: This ſhews the "Aro . 
of a paſs'd Pawn. | 5 


At the latter End of a Game, each 


Party having only three or four Pawns on 
different Sides of the Board, the Kings 


are to endeavour to gain the Move in 


order to win the Game. For Example; 
if you can bring your King oppoſite 
to your Adverſary's King, with only 
one Houſe between you, you will have 
gain'd the Move. 


XXII. 


When your Adverſary has his King 
and one Pawn on the Board, and you 
have your King only, you will never loſe 
that Game, if you can bring your King 
to be oppoſite to your Adverſary's, when 
he is immediately either before, or on one 
Side of his Pawn, and there is only one 
Houſe between the Kings, | 
5 XXIII. 
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XXII. 


Wben your Adverſary hasa Biſhop 0 
one Pawn on the Rook's Line, and his 

Biſhop is not of the Colour that com- 
mands the Corner-houſe his Pawn is 
_ going to, and you have only your King, 
if you can get into that Corner you can't 
loſe that Game, but may win it by a Stale. 


woy 15 . 


When you have greatly the Diſadvan- 
tage of the Game, having only your 
Queen left in Play, and your King hap- 
pens to be in the Poſition of Stale-Mate, 
keep giving Check to . your Adverſary's 
King, always taking care not to check 
him where he can interpoſe any of his 
Pieces that makes the Stale; ſo doing, 
you will at laſt force him to take your 


Queen, and then you win the Game by 
being 1 in Stale- Mate. 


XXV. 
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XXV. 


Never cover a Check with a Piece that 
a Pawn puſh'd upon it may take, for fear 
of only getting that Pawn for it, 


XXVI. 


— = l — <———_—_ -——— 
— — — - 


Always take care that your Adverſary's 
King has a Move, for fear of giving a 
'Stale-Mate ; therefore, don't crowd him 


up with your Pieces, leſt you inadver- 
tently give one. 


© Explanations and Applications of ſome of 
| . en kes Rules and Obſervations. 


„ — 


1 | nw Sb c 


HET HER you play the open | 
| Same, or the cloſe Game, be 
{ſure you bring out all your Pieces into 
Play before you begin to attack; for if 
you don't, and your Adverſary does, you 
will always attack, or be attack'd, at a 


great Diſad vantage; this is ſo eſſential, 
that 
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that you had better forego an Advantage 
than deviate from it; and I may venture 
to pronounce, that no Perſon can ever 
play well at this Game, that does not put 
this Rule ſtrictly in Practice; and don't 
let any Body imagine, that theſe prepara- 
tory Moves are uſeleſs, becauſe he does 
not receive an immediate Advantage from 

them; they are juſt as neceſſary, as it is 
at Whiſt, to deal thirteen Cards round 
before you begin to play. In order to 
bring out your Pieces properly, I would 
adviſe to puſh on your Pawns firſt, and 
ſupport them with your Pieces, and you 
will receive this Advantage from it, that 
your Game won't be crowded z I mean by 
this, that all your Pieces will be at Liber- 
ty to play and aſſiſt each other, and fo. 
co-operate towards obtaining your End; 
and this farther is to be obſerv'd, that ei- 
ther in your Attack, or Defence, you bring 
them out lo as not to be drove back again, 


IT. 
When you have brought out all your 
Pieces, as I have premis'd, which you 


| will have done very well, ä if you 
| | have 
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have your Choice on which Side to caſtle 
(which I would always adviſe. to do) 1 
would then pauſe a while, and conſider 
thoroughly my own and my Adverſary's 
Game, and from his Situation, and ob- 
ferving where he is weakeſt, I would not 
only take my Reſolution where to caſtle, 
but likewiſe-where to begin my Attack 
and it ſtands to Reaſon, you can't do it 
in a better Place than where you are 
ſtrongeſt, and your Enemy weakeſt. By 
this Method 'tis very probable, that you 
will be able to break thro* your Adver. 
fary*s Game, in which Fray ſome Pieces 
muſt of courſe be exchang*d. But now 
pauſe again, and ſuryey both Games at- 
tentively, and don't let your Impetuoſity 
hurry you on too far with this firſt Suc- 
ceſs ; and my Advice to you now in this 
critical Juncture ( eſpecially if you {till 
find your Adverſary pretty ſtrong) is to 
rally your Men again, and put them in 
good Order for a ſecond or a third At- 
. tack if needful, ſtill keeping your Men 
cloſe and connected together, ſo as to be 
of Uſe to en pet : For Want of this 


Method, 
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Method, and a little Colneſs, I. FIG ” 
ten ſeen an almoſt, {ure Victory ſnatchꝰ d 
out of a Player's Hands, and a total Over- 

throw enſue. But if after all you can't 
penetrate ſo far as to win the Game; ne- 
vertheleſs, by obſerving theſe Directions, 
Tapprehend you may ſtill be very ſure of 
having a well-diſpoſed Game; and this 
brings me to the third Part of the Game, 
which is the Concluſion, 


III. 


And now that J am come to the laſt Pe- 
riod of the Game, which abounds alſo with 
Difficulties and Niceties; it muſt be ob- 
ſerved, where your Pawns are ſtrongeſt, 
beſt connefted together, and neareſt to 
Queen; you muſt likewiſe mind how 
your Adverſary's Pawns are diſpoſed, and 
in what Degree of Preferment they are; 
and compare theſe Things together, and 
if you find you can get to Queen before 
him, you muſt proceed without Heſita- 
tion ; if not, you muſt. 1 on with 


your King to prevent him; I ſpeak now, 
as Joppoling all the OWE are gone . 
4 1 
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if not, they are to attend your Pawns, and 
likewiſe to prevent your Adverlary” s from 
going to Kurer | 


— 


* 


— 


- "" 


— ee! RULES, way of Cor- 
roboration and Supplement to what has 
been already ſaid. 


4. 


ON” T be too much afraid of loſing 

a Rook for an inferior Piece: My 
Reaſon is this, altho* a Rook is better 
than any other except the Queen, yet it 
ſeldom comes into Play ſo as to operate 
until the End of the Game, and, there- 
fore, it happens very often, that *tis better 
to have a leſs good Piece. in play than a 


better out. 
oy AER» 


When you have moved a Piece, ſo that 
your Adverſary drives you away with a 
Pawn, take it for granted ( generally 
ſpeaking) that it is a bad Move, your 
- Enemy gaining that double Advantage 
over you of advancing himſelf, and mak- 


ing 
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ing you retire: I think this deſerves At- 


tention ; for altho? the firſt Move may not | 


be much between equal and good Players, 
yet the Loſs of one or two more, after the 


firſt, makes the Game almoſt irretrievable, 


Alſo, if you defend and can recover the 


Move, or the Attack, (for they both go 


N 


together) you are in a fair way of winning. 
0 111. 


' "If you make ſuch a Move as that, "ny 


ing Liberty to play again, you can make 


nothing of it, take it for granted tis an 
exceeding bad one; for at this nice Game 
no Move can be indifferent. 


IV. 


If your Game is ſuch, that you 1. 
ſcarce any thing to play, *tis your own | 


Fault, either for having brought out your 
Pieces wrong, or, which is worſe, not at 
all; for if you have brought them out 
right, you muſt have Variety em to 
: 


"i 


V. 


_ _ 
45 
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Dont wil ch afraid of doubling 
a Pawn, three Pawns together are ſtrong, 
but four,” that make a ſquare, with the 
Help of other Pieces well- manag' d, make 
an invineĩble Strength, and; probably, in 


time of need, may m_—_ you a Queen 


on the other fide,” two Pawns, with an 
Interval between, are no better than one; 
and if imprudently you ſhould have three 
over each other in a Line, your Game 
can't be in a worſe Situation; examine this 


on the Table, and the Truth of it will 


ſtrike you. Your Buſineſs therefore, is 
to keep your Pawns cloſe cemented and 
connected together, and it muſt be great 


Strength on the other ſide that muſt over. 


power them. 
| oy 
When a Piece is ſo attack'd as that you 


can't ſave it, give it up, and beſtow your 
Thoughts how to annoy your Enemy in 


another Place, whilſt he is taking it; for 
it very often happens, that whilſt your 


Ad- 


[ 
. 
F 
] 
þ 
4 
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Adverſary is running madly after a Piece, 
you either get a Pawn or two, or ſuch a 


Situation as ends in his w 


VII. 


ern, Suppoſing your * = _— 


Piece are attacked at the ſame: time, and 


thar by removing your Queen ,you muſt 
loſe your Piece; in this caſe, if you can get 


two Pieces in exchange for your Queen, I 


would adviſe you rather to do it, than re- 


tire; for obſerve, tis the Difference of 3 


Pieces, which is-more than the Worth of a 
Queen; beſides, that you keep your Game 
entire, and preſerve your Situation, which 
very often is better than a Piece ; nay, ra- 


ther than retire, I would give my Queen + 
for a Piece and a Pawn or two, nay, al- 


moſt for what I can get; for do but ob- 


ſerve, amongſt good Players, this one 
thing, (to convince you this Advice is not 
bad) that when the Attack and Defence is 


thoroughly form'd, and every thing pre- 


par'd for the Storm, if he Hat plays firſt is 


oblig' d by the Act of the Perſon that de- 
fends to retire, it generally ends in the 
y Lofs of the ba” ce t Side. 


VIII. 5 
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Don't aim at changing without reaſon 3 
*tis ſo far from being right, that a good 
Player will take this Advantage of it, that 
he will ſpoil your Situation and mend his 
own; but in thefe following Caſes *tis quite 
right; when you are ſtrongeſt, eſpecially 
by a Piece, then every time you change, 
your Advantage increaſes ; this is ſo plain 
it needs no Argument: Again, when you 
have play*d a Piece and your Adverſary 
oppoſes one to you, change directly, for 
tis plain he wants to remove you; pre- 


vent him therefore, and don't loſe the 
Move. 


IX. 
Every now and then I would have you 
caſt up your Game, and make the Balance, 
then take your Meaſures accordingly. 


WE 
At the latter-end of the Game eſpecial - 
ly, remember your King is a Capital Piece, 
and don't let him be idle; *tis by his 
means, generally, you get the Move and 
the Victory. XI. 
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XI. "TY 


Obſerve this alſo, the t as the Queen 
Rook, and Biſhop oper: te at a Diſtance, 


tis not always neceſſary in your Attack 


o have them near your Adi erſarj's King; 
they do better at a diſtance, c: t be drove 
vurr, and prevent a Stale Mate. 


XII. 


When you have a Piece that you can 


take, and that can't eſcape you, don't be 


in a Hurry; ſee where you can make a 
good Move elſewhere, and take it at 


your Leiſure. 
XIII. 


*Tis not always right to take your Ad- 
verſary's Pawn with your King, for very 
often it happens to be a Safeguard and 

Protection to your King. 


XIV, 


When. you can take a Man with diffe. 


rent Pieces, don't do it with the firſt that 
occurs, but conſider thoroughly with which 
you had beſt take it. 
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LAWS at CHESS, 


5 2 touch your Man, you muſt play 
1 it, and if you quit it you cannot recal 


2 I. 7 


| + ih | 

If by Miſtake, or otherwiſe, you play a 

falſe Move, and your Adverſary takes no 

Notice of it till he hath play'd his next 
Move, neither of you can recal it. 


\ 1 

If you miſplace your Men, and play 
two Moves, it lieth in your Adverſary's 

Power or Choice whether he will permit. 

you to begin the Game, or not. | 


| IV. 
It the Adverſary playeth or diſcovereth: 
a Check to your King, and gives no no- 
tice of it, you may let him ſtand ſo till he 
gives notice. . 


After your King has moved, you can- 
not caſtle. . 0 | FED 


- 
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